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Your journey takes you to the four corners of Granz Realm- through tunnels, over battlefields 

and high above the ground in Dark Lords airship. Your path will be different depending on 

whether you control the hero or the heroine. 

Menos Village Granz Castle 

Lorimar Castle 

Town of Ishe 
Town of Wendel 

Topple Village Town of Jadd 

Residents of the Realm 
Living among the humans 
and the members of the 
Mana Clan, animal shave 
learned to speak, work and 
barter. 

They may not always get along, but the seven races of Granz Realm have coexisted for centuries. 

Youll meet creatures from every race as you explore the world and search for information about 

the Mana legend and the mighty sword. 

Molders of metal, shapers of 
steel—dwarves are masters 
in the arts of weapon tem¬ 
pering and armor sculpting. 

A belief in the Mana goddess 
has sustained the Mana 
Clan, even in the face of 
attacks from Vandole and 
Dark Lord 

The people of Granz Realm 
have built towns, cultivated 
nature and built weapons. 
Their strongest faith Is in 
themselves. 

Rooted in nature/plants 
thrive in hot houses and pro 
duce vegetables. Cactus 
Essence is key in comm uni- 
eating with plant life. 

The connection between 
Granz Realm and the world of 
Mana lies in the spirits who 
control the forces of magic. 

J-A The Mana Clan Dwarves Humans 

Plants 1 \ 1 Mavoles I 

I Hailing from Mavolia, the 
h vampirelike Mavoles have 
I joined the world of humans, 
1 yet they remain a mystery. 
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Heroine 
Members of the Mana Clan have 

not been safe since Dark Lord 

labeled them heretics. The heroine ^ 

is one of the last members of 1 

Mana Village to survive. 

Hero 
The son of Hermann, the consul 

of Granz Realm, escaped from 

Dark Lords grip when the villain 

stormed the consuls home. Ten 

years have passed. Now the hero 

seeks revenge. 

Dark Lord 
The estranged son of Lord Granz, 

Dark Lord is determined to rule 

the land on his own terms. The 

masked man intends to destroy 

all remnants of the Mana myth. 

His origins are unknown; his 

motives are a mystery, but Julius 

remains the faithful servant of 

Dark Lord, He has a greater 

understanding of the power of 

Mana than his master does. 

/ Years before anyone hi the world can remember, 

the Mana goddess transformed herself into a1 

iij tree so that she could oversee nature and the 

y planets inhabitants. As time passed, the people 

I began to take the goddess for granted, but they 

u,' continued to receive strength from her lumi™ 
I \ nous magic—her light of hope. Then the villain, 

[ ( Vandole, harnessed the goddesss power for his 

y own purposes and creared a civilization. Nature 

|| fell by the wayside to make room for progress 

}j and technology. When the three Gemma 

I Knights—Gemma, Bogard and Granz—chal- 

II lenged Vandole in an effort to return the world 

y to its original form, a war ensued. Eventually 

I the knights vanquished Vandole using a sword 

v that carried the power of Mana. More time 

passed and peace prevailed until another threat 

[./ emerged from the darkness.... 



Gemma Knights * 

Bogard + 
Swordsman Sir Bogard is 
the heroine's father figure 
and an active combatant in 
the war against Dark Lord 

Granz * 
Gemma # 

The leader of the Gemma 
Knights gave his life in the 
fight to free the world 
from Van dole's reign. 

The founder of Granz Realm and 
the estranged father of Dark 
Lord was known as the 
Swordless Knight. 

TEACHER 

ClBBA Willy * Heroine * 

Mana Clan * 

The sage of Wendel 
Cathedral was behind 
VandoJe's unseating. 
He sees Dark Lord as 
an equal threat 

The hero's former 
cellmate and the 
heroine's friend is a 
member of the Mana 
Clan and a master of 
the Knucks. 

Hero ^ 

Former Prisoners 

Amanda * 

Wendel's brave minstrel 
believes that words are 
mightier than the sword, 
yet he is competent with a 
bow and arrow Lance specialist Amanda 

met the hero in Granz 
Castle's dungeon where 
they were held as f ighters. 

Character Connections 
Mothers, brothers, enemies and friends—the characters relate to each other in 

a number of ways, adding depth to the story. 

KIIAOTIIAN uUAKUIAn 1 

SIBLINGS 
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Ebony Butler Ivory Butler 

Count Lee 

Count Lee left Mavolia 
with his late wife. He is 
intrigued by LordGranz's 
ability to conquer evil 
through song. 

Isabella 

The twin butlers of Vinquette Hall differ 
in hair and suit color. They undergo 
transformations In the face of conflict 

An old friend of Count Lee, 
Isabella dreams of returning 
to Mavolia with the count. 

MASTER AND SERVANT 

Dark Lord 

The lord of Devtus Manor is not 
convinced that Dark Lord has the 
world's best intentions in mind. 

MASTER AND SERVANT 

Goremand 

Medusa 
Dark Lord's pact 
with sickle-wield¬ 
ing Goremand has 
brought the young 
leader to power. 

Little is known about 
the mystery woman of 
Devius Manor. They say 
that there is a curse on 
her name..., 

j l 

MOTHER AND SON 

- 



While using a Game Boy 

Player, you'll find that 

the GCN control scheme 

is nearly identical to that 

of the GBA. The X and Y 

Buttons substitute for 

the Select Button, 

After your character learns how to jump, press L to leap 
over ledges. After ha or she learns to sit, hold L and A to 
stop and replenish your magic points. 

Tap the R Button to trigger the selected spirit's healing or 
protective spell. Hold ft for a moment, then release the 
button to summon the spirit's attack spell. 

Use the Control Pad to move your character, to move the 
cursor in menus and to make the Ring Command menu spin. 

The A Button is the main action button. Press the button 
to make your character attack, talk to other characters or 
interact with objects. 

While you're exploring the world, hold B to make your char¬ 
acter walk faster. While you're exploring menus, press B 
to return to the previous page. 

Press Select (X or Y on the GCN Controller) to switch control 
between allied characters. While viewing an interface screen, 
press the button to make a command explanation pop up. 

Press the Start Button to pause the game and bung up the 
Ring Command menu. Press the button again to resume play. 

Time flies in Sword of Mana. As yon move from one section to the 

next, you'll notice that the lighting scheme changes to reflect advanc¬ 

ing hours—morning, afternoon, evening and night. Some creatures 

appear and some events happen only at certain times of the day. The 

days advance, as well—each associated with one of the eight spirits* A 

spirits magic is strongest on that spirit's day of the week. 

When you press Start to bring up 
the ring commands, you'll see the 
day of the week displayed in the 
lower-left corner of the screen. 

Nintendo GameCube Controls 

n _i ^ # i • i I 
H h 1 

Press the Start Button to pause 

the action and make the main 

ring menu appear around the 

player-con trolled character* Each 

icon on the ring represents a 

menu choice. Press Left or Right 

on the Control Pad to spin the 

ring, and press A to choose the 

top selection. 
When an arrow appears inside the ring, 
you can see more items by pressing Up 
and Down on the Control Pad, 

After you press Start, the ring menu will appear, along with a description of the 
top item on the menu. As long as the main menu Is displayed, a description of the 
current day and your current location will appear at the bottom of the screen. 

Trait Coins, Spirit Icons and Sum¬ 

mons Items are available only in 

Battle mode* If you search the ring 

menus during standard exploration 

mode, the icons for those items will 

not appear. 

PRESS THE START BUTTON 

ACCESSORIES WEAPONS 

Wandering sales^ 
man Niccolo will 
sell you Popoi's 
Notebook. Use it to 
uncover informa¬ 
tion about your 
adventure. 

You can equip your- 
self with one spirit 
at a time. Select 
your magical muse 
from the Spirits 
menu. 

An old man in 
Topple Village will 
give you a Magic 
Rope. Use it to 
remove yourself 
magically from 
severe situations. 

Accessories give 
you power in five 
categories. You can 
select the item 
that you wish to 
wear in the 
Accessories menu. 

You'll acquire sev¬ 
eral weapons dur¬ 
ing your adventure. 
Switch from one to 
the next by using 
the weapons menu. 

Items are separat 
ed in seven cate¬ 
gories. The icons 
will appear only if 
you hold items of 
one of the select¬ 
ed types. 

The Status menu 
displays info about 
the characters in 
your party, 
weapons, armor 
and the NPC's bat¬ 
tle behavior. 

Battle Mode Commands 

p 
RECOVERY ITEMS p MEAT ITEMS -j 

p 
MYSTERY ITEMS SUMMONS ITEMS 

p 
TRAIT COINS 

p 
OTHER ITEMS 
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Weapons 

^ Wen or Bronze 

Saord 
JJtBronze Knocks 
^Bronze Flail 

^Bronze Sickle 

If there are two characters 
in your party, press L or R 
to switch to the other 
fighter's status. 

The info in the middle of the 
screen shows the level, hit points, 
magic points and experience 
points the character needs to 
reach the next level. Spirits become 

stronger with use. 
The spirits' current 
levels are shown next 
to their icons. WATT 

Your character's current 
class appears above his or 
her portrait. Learn more 
about character classes 
on page 20. 9/2U9 

S/HE 
21K 

V V 

The Power rating shows your 
character's strength for 
weapon-oriented attacks. 

i/j 
The Defense rating indicates 
how well your character can 
withstand enemy attacks. 

£1*03 

El ^ 
Your characters offensive mag 
ical strength is reflected in his 
or her Intel ligence rating. 

Your characters current 
cash total appears in the 
lower-left corner. 

Weapon levels increase with use. The numbers next 
to the weapon icons indicate their current levels. 

The Mind rating shows your 
character's strength in casting 
defensive magic. % FLAIL 

ft SICKLE 

\ LANCE 
A picture of one of the 
eight spirits marks the 
day of the week. 

The Agility rating indicates your 
character's ability to avoid 
attacks and hit targets squarely. 

ZAm nc-isei 

Mbb. mK 

NPC Behavior Setting 
When you have a nonplayer char¬ 

acter (NPC) on your team, you 

can influence his or her attack by 

adjusting the NPC Behavior Set¬ 

ting. Choose a weapon or magic 

preference and an aggressive or 

defensive stance* 

1 he Hero's Partners The Heroines Partners 4h UPC Behavior Setttoss 

Close fa HEROINE 

WILLY 

WATTS 
CISBA 

AMANDA 
LESTER 

HERO 
BOGARD 
LESTER 
WILLY 

Armor List Weapons List 
The Armor list for each fighter 

in your party displays the 

characters currently equipped 

armor and accessory. Select 

each item to see its material, 

attributes, elemental affilia¬ 

tion and extra effects. 

The Weapons list displays the 

current weapons in each charac- 

ters arsenal. NPCs typically 

carry only one weapon* Cycle 

through the weapons to see 

their stats and press Select to get 

more information on each item. 

iVqrrortze Helm 

^■Gronze flrrncr 

^Ook Cloves 
*«Groftze Coots 

gaCotra Earrfaas 

M ? 
?Ef 1 
% 1 
\'8 II 
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Meat Items Recovery Items 
Enemies occasionally leave meat after a battle* You can use the 

meat of a creature to pump up your attack power against a crea¬ 

ture of the same general type (Animal, Insect, Bird, etc.). The 

limited number of attacks* 

Among recovery Items are Gumdrops and Chocolumps, which 

replenish hit points for either character in your party* Other items 

in the category recover magic points, cure poison and physical 

effects and even bring your NPC partner back to life* meats power 

Summons Items Mystery Items 
Game Link connections (Amigo sessions) with several different 

Sword of Mana players will net you Amigo Whistles and Sum¬ 

mons Items -cards that you can use to attack all enemies on the 

screen at once. See page 22 for details. 

You can use Mystery Ttems for unusual effects* Blink Weeds, 

Potent Posies and Tone Stones attract enemies who rely on sight, 

smell and hearing respectively. The Amigo Whistle calls one of 

your Game-Link acquired Amigos for a quick attack. 

Other Items 
The Other Items category con¬ 

sists of Event Items and a variety 

of goods that relate to tempering 

weapons and armor. 

Trait Coins temporarily protect the selected character with the 

defensive power of one of the eight spirits. The Water coin, for 

example, calls Undine's BubbleBoat spell and encases the charac¬ 

ter in a floating bubble for a few seconds. 
Dwarves ask for fruit when tom 
pering armor items. 

Spirit Icons Dwarves need veggies when tem¬ 
pering weapons. 

Many of the game's side quests con 
corn the acquisition of Event Items, 

Like Trait Coins, Spirit Icons are effective only in Battle mode* 

They temporarily put the selected enemy in a vulnerable state* The 

Undine icon, for example, inflicts the enemy with SnowMan 

status (immobility) for a moment. 
Forge raw materials with weapons 
to give the weapons more power. 

By planting seed combinations in the 
hot house, you can grow produce. 

Weapon selection is very important* Creatures are vulnerable to different types 

of weapons. Study the Monster Album in Popoi's Notebook to discover enemy 

weaknesses, then select weapons and magic types that do the most damage. 

Attack Trait: 



Your main character can wear 

one accessory at a time. Acces¬ 

sories add to your stats in one 

(or more) of the five character 

attribute categories. Some 

accessories are more powerful 

than others—some also add to 

the amount of experience or 

cash that you can collect by 

defeating enemies. 

Stats before the 
selected accessory 
switch 

I Equipped I 
accessory 

Accessories in j 
inventory 

Stats after the 
selected accessory 
switch 

If you're in trouble in the thick of battle and you've run out of 

Recovery Items, you can use the Magic Rope to escape from your 

current predicament and warp back to the closest save location. If 

the Magic Rope is not an option, it wont appear on the ring menu. 

If your hit points are hopelessly low and there's no end in sight to the current bat 
tie, use the Magic Rope to climb out of your bind. 

Spirits are the conduit from which all magic spells flow. There are eight 

types of spirits. After you equip your character with a spirit, you can 

call the spirit's magic by using the R Button. Tap the button to call a 

defensive spell Hold and release the button to call attack magic. 

In Battle mode, you can take a shortcut to 

two of the most useful ring menus. Press 

Start to bring up the main menu, then 

press R to switch to Spirits or press L to 

switch to Weapons. 

Each spirit can call two types of spells. Offensive spells cost twice as many 
magic points to call as defensive spells. 

§Robra Earrings 

gjWhiteLight Ring 

gjFiend Fan9 

^Bandit Earrings 

g^Red ttoon Horn 

^5-Fence Ring 

Ring Command Shortcut 

ButiMeiSciatiJW Undine: 6MP- 

' - igjiT4 

Cri 6 

31 World Map Popoi's Notes 

As you explore the world, the 

map in Popois Notebook fills 

out to show where you've been. 

The cursor defaults to your cur¬ 

rent location. Move it to see the 

names of the other locations 

on the map. 

ToppU Mil L -aa e B9S7H11W ~l ,**J| FMIUEO* 
After you learn something 

important about the world or 

game systems, the information 

is transferred to Popois Notes. 

There are 29 notes in all 

EPopoPs _ 

Jumping 

jumping allots you to leap 

up and Jovjn 1 edges, etc. 

Press the L Button to jump. 

Monster Album 

Once you've defeated a creature 

of a particular type (not counting 

bosses or minibosses), an entry 

for that creature will appear in 

the Monster Album, Consult the 

entries to discover each creatures 

strengths and weaknesses. 

Monster fHbuw _ ~i l**S FMB IGC! 

• _A_ 

3,1-- 
Land Leech 8 

33 Plneher Crab 5 

m Iff ish 3 
135- 

3G-- 

L_ * _ 

Amigo List 

Every rime you connect with a 

different Sword of Mana 

player, you’ll put that players 

character on your Amigo list. 

The list shows the characters 

level of experience during your 

last connection. 

ftaigo list EnsjrnfjH! 

Lvst 
Lv 2 R 
ivai 

km 
Ivse 

HERO 

KISS 

ROSE 

Sith 
CoCod 

Total creatures 
defeated 

The creature's 
general type 

What attracts 
the monster 

Total creatures 
defeated of the 
selected variety 

J Attributes | 

!j Hit Points Study the right side of the screen to learn which weapons 
and magic to use against the creature in question. 

HEAVY 
DAMAGE 

N° /[w 
DAMAGE \ 12S 

~yr\ 
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Nine Weapons 

Sword Lance 

The hero's default 
weapon is a slashing 
standby. It rs equally 
balanced En attack 
power, evasive ability 
and accuracy. 

The jabbing flail has a 
long reach. You can 
grab onto objects on 
the other side of 
gaps, then fly to the 
other side. 

A fast weapon with 
the Jab attack trait, 
the lance is strong, 
but its evasive ability 
is low. 

Sickle 

The staff is exclusive 
to the heroine. A 
bashing item by trait, 

the weapon is not as 
strong or reliable as 

the hero's sword. 

The sickle is slower 
than the sword and 
not nearly as accu¬ 
rate, but its wide 
range allows you to 
attack enemies at all 
angles. 

The slashing axe is 
almost as slow as 
the sickle, but its 
much stronger. Use ft 
to attack lumbering 
enemies. 

Knucks Mace 

The first bashing 
weapon that the hero 
collects allows him to 
attack quickly and 
dodge enemy attacks 
easily. 

The bow fires arrows 
that fly in an arc, 
allowing you to attack 
high-flying enemies. 
It's strong and incredi¬ 
bly accurate. 

While not quick, the 
mace is mighty and it 
has a relatively long 
attack range. Use it 
to defeat armored 
enemies. 

Three Traits Put the Pow in Power 
Weapons are split into three attack categories—Slash, Bash 

and Jab. If an enemy is vulnerable to attacks from a particular 

weapon, it is generally vulnerable to all other weapons that 

carry the same attack trait. The hero begins with a slashing 

weapon, while the heroine begins with a bashing device. 

Your characters star screen shows the current level of each weapon 

in his or her arsenal* The more you use a weapon, the more it will 

rise in attack level and usefulness. 

When your weapon increases by a 
level, a message will appear above 
your character. 

It's a good practice to build the levels 
of at least one weapon of each 
attack trait. 

tjiasaa 

w- 

Weapons 
Knowing which weapons to use in e ach scenario will contribute significantly to 

1 your success. Slash, jab and bash your way to victory. 
k.___;__________________ 

B5 
■2 
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Magic 
Each spirit is capable of casting 

an attack spell and a support 

spell Tap the R Button to call the 

currently equipped spirits sup¬ 

port spell. Hold the R Button 

until the spirits icon appears, 

then release the button to sum¬ 

mon the spirits attack spell The shape and trajectory of an attack spell blast depends on the character's cur¬ 
rently equipped weapon. 

The power of most support spells 
fades after several seconds. 

& Dryad (Wood Attribute) Shade (Dark Attribute) 

The Dryad's spell is most effective against Amorph 

and Oddball creatures. Some are inflicted with Sleep. 
Flora-type creatures wilt under the power of Shade's 

attack. The spelts side effect is Darkness. 
If you're going up against enemies who prima¬ 

rily use magic to attack, you can halve the 

effect of their spell by using FsychicShield. 

Use Shade's Silhouette to transform your 

character into a shadow that only enemies 

who rely on hearing will be able to detect. 

Q Jinn (Wind Attribute) 

rth Attribute) €k Gnome (Ea 

The Gnome's grounded attack buries Fowl and 

Demihuman creatures. Its side effect is Petrify. 

The D-Fence spell doubles your defense 

against physical attacks for a short time. Use 

it when you're surrounded by burly enemies. 

Magic Moves 
Attack spells generate blasts of magic that vary wildly in their tra¬ 

jectory, depending on which weapon you have equipped. The 

examples below show the magic attack trajectories associated with 

each weapon. The sword offers the most concentrated magic 

attack, but its range is severely limited. 

IRITS 
By collecting spirits, you’ll be able to use magic to attack enemies, defend your 

character and break stone seals 

SUPPORT 

ATTACK 
The Jinn's windy spell blows away enemies of the 
Flora and Insect varieties and triggers a Numb effect. 

SUPPORT 

If you have a lot of ground to cover, cast the 

SpeedUp spell to make your character run 

without your having to hold the B Button, 
98 

9 
Luna (Moon Attribute) 

m 

Magicali creatures, such as the Folter Box, fall to the 

power of the Luna. Its side effect is Small (Wimp), 

Mooglemorphosis transforms your character 

into a teddy-bear like creature ignored by all 

enemies except those who rely on smell. 
& 

Undine (Water Attribute) 

a 

1 Amorph and Demon creatures are washed away by 

| Undine's waterlike attack. The side effect is Snowman. 

The BubbleBoat spell encases your fighter in 

a floating sphere undetected by all enemies 

except those who rely on sight. 

'm 
Wisp (Light Attribute) 

j The Wisp's white light is strong against Fowl-type 

| creatures. It afflicts some targets with a Charm effect. 

1 The HealingLight spell gives the player-controlled 

character a quick hit-point boost. By advancing through 

| certain classes, you can increase the strength of the spell. 

9 Salamander (Fire Attribute) 

n 
1 The fire-blasting Salamander spell scorches Aquan 

| creatures and inflicts some targets withFireMan, 

M\ 

I" Cast Power Up on your character to double 

the fighter's physical attack power for a few 

moments. 
■ag 

(3^#^ ~yT\. 



Talk to the Townies 
The story unfolds and your pack gets heavier when 

information-gathering and shopping expeditions. 

visit towns for 

sr 
IRK 

General Stores 
Every town and village has a general store where you can buy and 

sell goods. The same Recovery Items are for sale in every store. You 

can buy them one at a time or in large quantities. The available 

accessories vary from store to store, but every store tends to sell one 

accessory for each of the five jewelry-enhanced attributes—Power, 

Defense, Intelligence, Mind and Agility. 

MflTT 

S^Chotolufop 
R 

x i B,C£ 

l^.^rChocoluibp xia m Magic Walnut 
f Prestoueggie h?2 

'/•Stardust Herb xtl 

n 

When you speak to the shopkeeper, the first choice that you have is to buy or 
sell items. Then you must select Items or Accessories. You can generally sell iyou 
items for half of their purchase price. 

Niccolo — The Traveling Salesman 

Niccolo shows up in the strangest places, when you least expect 

him. He offers recovery items of the variety that you'll find in any 

store, but he also has a few one-of-a-kind items that you just can't 

pass up, including Popois Notebook and Cactus Essence. 

When Niccolo pops up, the game 
switches to standard Exploration 
mode with no enemies. 

Two of Niccolo's unique items are 
accessories—Belle Bell and 
Chimpfishlris, 

Blacksmiths 
Dwarves set up shop in most 

population centers. You can learn 

the dwarf perspective of the 

world's events from the helmeted 

hairballs and have them temper 

your weapons and armor. Before 

you can get the dwarves to rake 

your hardware you must grow 

produce in the hot house. 

A. 

Select Weapons or Armor, then select a particular piece from your arsenal The tempering dwarf will ask you for a fruit or 
vegetable, then he will temper your item with the produce. 

Inns 
Inns are great places to catch up 

with the villagers and fellow 

travelers for information about 

the story and side quests. You 

can also pay to stay the night. A 

good sleep will restore your char¬ 

acter's hit points and magic 

points, and give the fighter Best 

status temporarily. 

^ 1 

After a night's stay, you'll enjoy Best 
status—a combination of PowerUp 
and D-Fence effects. 

Residences 
By exploring every building, 

you'll meet people who can 

help you understand events 

that are important to the story 

or offer you side quests. Most 

side quests have you finding an 

item or group of items and tak¬ 

ing them back to a villager. 

Speaking to townspeople can 

also trigger important events. 

In every village that you explore, you'll 
find at least one person who wants to 
send you on a side quest 

^Granz Steel 
VSteel Sword 

■^rWerios EJroeze 

-#Forsefia Iron 

Steel 

# Lor in* a r Iron 

Li L Cactus s Diary i/1 

* J ^fleeting 

The Chief met a frieM from Longs ago. 

^Their relationship's always rough. 

4^With alt of their babbling 

fltid two-f lasted squabbling 

You'd think they'd get married *n stuff 

Orchard 
An old growth named Trent 

resides in the hot-house's 

orchard. He’ll ask you for any 

combination of two seeds—the 

kind that you can find in treasure 

chests. On your next hot-house 

visit, you'll find the product of the 

seed fusion in the area above 

Trent. 
You'll find several types of seeds during your journey Give the seeds to Trent In pairs. Later, when you return to the hot 
house, you will be able to cut down and collect a fruit or vegetable that grew from the seed pair. 

LTl Cactus 

Your prickly potted pal in the hot 

house lobby will not offer much 

information when you speak to 

him. But after your conversation 

(and your exit), he'll scribble 

notes on a cactus diary in the cor¬ 

ner. When you return for another 

visit, read the notes to learn 

details about the story. 
Speak to 111 Cactus, then leave the hot house. The shy houseplant will hop over to his diary and write notes about your 
meeting and the game story. Consult the diary for information during any of your return visits to the hot house. 

Watts Happening 
After you meet adventuring dwarf Watts, he'll take up residence in 

the hot house and provide a weapon- and armor-forging service. 

Other dwarf blacksmiths temper items with produce exclusively, but 

Watts is the only one who also forges items with raw materials, 

adding strength in several categories. 

Watts can fuse battle items with 
other materials using his forging skills. 

After you select a piece of armor or a 
weapon, have Watts meld it with one 
of your raw materials. 



Cutting Grass 

You can use any weapon that carries a 

Slash attack trait to cut tall grass* By slic¬ 

ing through the greenery, you can find 

many useful items. 

Flying with the Flail 

Your journey through the Marsh Cave will 

earn you the flail, the Jab-trait weapon that 

can carry you across water. Hook on to a 

post and soar. 

Treasure Chests 

Defeated enemies sometimes leave behind 

booby-trapped treasure chests. Press the A 

Button to trigger a spinning ring of icons. 

Press A again to make the ring stop. The top 

icon will either trigger a trap or let you open 

the chest with no consequence. 

Jumping 

After your journey to Cascade Cottage, 

outside of Topple Village, you'll learn how 

to jump. Press the L Button to leap over 

short ledges. 

Stone Seals 

Stone seals block key passages in caves. To 

break a seal, you must hit it with a magic 

attack of the type that matches the seal's 

etchings and coloring. 

Tiny Tapper 

Some cave entrances are too small to walk 

through when your character is at full size. 

Use the Tiny Tapper to shrink your fighter, 

then slip through the cracks. 

Sitting 

On your way to Vinquette Hall, you II learn 

how to sit and replenish magic points by 

holding A and L* A strong magic aptitude 

will increase your point-replenishing rate* 

Metaballs 

Three types of Meta balls block passages in 

caves and dungeons. Each one is associ¬ 

ated with one of the attack traits* You can 

break the Metabalis by hitring them with 

weapons that have matching traits* 

Man a Statues 

Statues that depict the Man a Goddess 

allow you to save your progress. Silver stat¬ 

ues that have deteriorated over time only 

save your progress; gold statues save, plus 

replenish hit points and magic points. 

Save, and 
replenish HP 
andMP 

Save only 

Step into Battle 
up when you enter the battlefield. In addition to fighting 

enemies, youll tackle several other types of activities 

K MP DEPLETES 

m POIIER BOX 

M KAISER MIMIC 

m HO TRIP 

© 

© 
HP DAMAGE 

?/We 
H Moments after you enter an area where 

battles can take place, your character will 

produce his or her weapon and Battle mode 

will kick in. Prepare for enemy attacks. 

i--- 

Combination Attacks 
Some weapons, such as the sword, 

staff and spear, allow you to pull 

off combo moves. Press A ro initi¬ 

ate the attack, then press the but¬ 

ton again when your weapon is 

fully extended. You can string 

together up to three blows. 

Deathblows 
Your Deathblow gauge grows 

every time an attack connects* 

When the gauge is topped out, 

your character will flash. Hold A 

for a second, then release to pull 

off a big move* The flashing effect 

will last for about a minute. 

Leveling Up 
As you defeat enemies and gain 

experience, you'll level up. Every 

time you do so, you can increase 

stats by selecting one of five 

fighter types. Type selections 

contribute to class changes. See 

page 2.0 for class change details. 

The current hit points and 
magic points for the support 
f ighter appear in the upper 
right corner. 

The player-controlled charac¬ 
ter's current point totals and 
current maximum point totals 
are displayed in the lower- 
center section of the screen. 

If the Deathblow gauge is full, 
you can pull off a big attack. 
Hold A, then release. 

Physical Effects 

BEDRAGGLED 
A Bedraggled state decreases a fighter's defense against physi¬ 

cal attacks. Take a Prestoveggie to recover. 

i BEWITCHED 
When a character is Bewitched, his or her defense against magi¬ 

cal attacks is reduced. A Prestoveggie provides the cure. 

% CHARM 
A Charmed fighter will attack his or her partners. The cure for the1 

condition is a Stardust Herb. 

© CONFUSION 
When Confusion sets in, the character's movement directions 

will be reversed, A Stardust Herb can correct the problem. 

i* 

DARKNESS 
Darkness reduces the f ighter's accuracy. Use a Stardust Herb to 

clear away the cloud. 

w DEATH 
When your partner's hit points are depleted, lie or she will float across 

the screen like a ghost . Use an Angel Grail to revive the warrior, 

w FIREMAN 
The FireMan effect makes the infiictedcharacter unable to fight and 

causes damage over time. Cure the ailment with a Stardust Herb, 

m NUMB 
The Numb effect keeps the fighter from attacking. A Stardust 

Herb will take the numbness away. 

1 
PETRIFY 

A warrior hit with a Petrify effect loses hit points and turns to 

stone. The only cure is a Stardust Herb. 

POISON 

POSE 

POWERDOWN 

SILENCE 

SLEEP 

SNOWMAN 

SPEEDDOWN 

IDX1N 

Poison hits the afflicted warrior with damaging blows, Ybu can 

stop the hurting with a Prestoveggie. 

The Pose effect freezes the fighter. Use a Stardust Herb to 

revive the character's mobility. 

PowerDown decreases the fighter's physical attack strength. A 

Prestoveggie cures the ailment. 

Silence makes the character unable to communicate with the 

spirits for magic casting, A Stardust Herb is the cure. 

The Sleep effect knocks out the afflicted fighter, Use a Stardust 

Herb to revive the snoozer. 

Covered in protective ice, the SnowMan-frozen fighter can't 

move or take damage. Use a Stardust Herb to initiate a thaw. 

SpeedDown slows the fighter's walking and fighting speeds, A 

Prestoveggie will lift the spell. 

Toxin has the same damaging effect as Poison, A Prestoveggie 

removes the venom. 

The Wimp effect reduces the size, fighting strength and defens¬ 

es of the battier. Use a Stardust Herb to reverse the curse. 

. 



Class Changes 
Your level-up type selections build up to class changes. After five selections of a particular type, you 11 

establish a class and a track toward more class changes (as illustrated in the following tables). Advanced 

classes give your character new strengths* 

WARRIOR TYPE □ 5 

HERO FIGHTER 

HEROINE FIGHTER ITl 
23 « U 5 

23 io H 5 

HERO KNIGHT 

HEROINE KNIGHT 

Sword attack power +30/ 
Hedinglight effect +10 

HERO GLADIATOR 

HEROINE GLAD1ATRIX 

Sword attack power +15 

£3 15 ESI10 □ 10 

£ 

£ 

HERO PALADIN 

HEROINE PALADIN 
Wisp attack power+10 

23 2n |g] 15 

HERO WARLORD 

HEROINE WARMAIDEtl 

u*>m * 10 

HERO WEAPON MASTER 

HEROINE WEAPON MASTER 

Sword a Hark power +25 / Sola mender. Undine, 
Jinn and Gnome magic a I lark power +15 

S325 H3 1D IDUEUSI I 5md power +30 / 
-Shade magic anode power +10 
DimtST 

MONK TYPE ms 

HERO |GRAPPLER 

HEROINE | GRAPPLE a 

HERO MONK 

HEROINE MONK 

Knacks attack newer+10/ 
Healing Light effect +10 

Knocks attack power +5 

EH 15 E!10 LSI10 

y10 $35 
1 J 

HERO BASHKAR Knutks attack power+1S 1 

HEROINE BASHKAR 

£ 

c 

HERO fGODHAND 

HEROINE GOQHAND 

m20 m15 

WARRIOR MOM 

I WARRIOR !,Ji0NK 

Knucks attack power +20 / HealingUght effect +20 / 
Wisp attack power +10 

Knarks attack power +20 / HealingLight effect +40 

m20s 10 

HERO DERVISH 

HEROINE DERVISH 

0 25 HU 10 

HERO [ DEATHMAN D 

HEROINE DEATHUAHD 

Knucks attack power +30/ 
Lunn magic attack power +10 

Knucks attack power+40 

£ 

% 

/ 

MAGICIAN TYPE ms 

H ” H 1 

HERO MAGICIAI 

HEROINE MAGICIAI n\ 

Salamander, Undine, Jinn 
and Gnome oltark power +5 

B io 18 5 

• DELPHI 

I DELPHI 

I SORCERER I Salamander, Undine, Jinn and 
—"^^—1 Gneme attack power +10/ 
SORCERESS f Wisp magiit attack power +5 

Salamander, Undine, Jinn and 
Gnome attack power +10 / Shade 
magic attack power +5 

0 1 EJ i B 20 M 

£ 

£ 

GRA N 0 D1 VI ff ER I Safnmander, Undine, J irmand Gnome attack power +15/ | 
■ ■■ J Wrspattack power +10/Salamander, Undine, Jinn and 

GRAKD DIVItJA I Gnome support power +15 / Passes eight Undines 

B20 M 15 IARCHtdAGE 1 Salamander, Udine, Jinn and Gname attack power +10/ | 
—-■■—I Wisp attack power +10 / Salamander, Undine, Jinn and 
ARCHMAGE Gnome support power +20 / Possess eight Jlnirc 

B i y i B 20 0 
10 

HERO RUNE SEER 

HEROINE RUNE SEER 

B2519 10 

Salamander. Undine, Jinn and Gnome attack power +20 / 
Slide attack power+10 / Salamander, Undine, Jinn and 
Gnome support pawer+10 / Possess eight Gnomes 

Salamander, Undine, Jinn and Gnome attack 
power +30 / Shade attack power +10 / Passes* 
eight Salamanders 

Ham 
, ” Rj! 
driM 

.NDOM TYPE 
s 

SAGE TYPE MS 
B 10 £3 2S 

HERO PRIEST 

HEROINE PRIESTESS 

Luna, Salamander,. Undine, Dryad, 
Jinn and Gnome attack power +5 / 
HealingLighl effect +20 

HERO | CLERIC 

HEROINE |CLERIC 
Z3 

HeaEingLighl effect +10 

[gj1° HI 5 

HERO ENCHANTER 

HEROINE ENCHANTRESS 

Luna, Salamander, Undine, Dryad, 
Jinn and Gneme support power 
+10 / HeahngligJit effect+10 

£j 
£ 

| HERO BISHOP 

HEROINE BISHOP 

Luna, Salamander, Undine. Dryad, Jinn and Gneme 
support power +10/ HealingLight effect +20 / 
Wisp attack power +20 / Possess eight Wisps 

b 10 m 15 y ID 

Luna, Salamander, Undine. Dryad, Jinn and Gnome 
support power +10/ HeafingLight effect +40 / 
Dryad attack power +10 / Possess eight Dryads 

b 5 m15 m5 h 10 

Luna, Salamander, Undine, Dryad, Jinn and Gnome 
support power +20 / HeafingUght effect +10 / 
Luna ottatk power +15 / Possess elghl Lunas 

0*0* 10 

HERO DARK SHAMAN 

HEROINE DARK SHAMAHE5S 

Luna, Salamander, Undine, Dryad, Jinn and 
Gnome support power +10 / HealingLight +10 / 
Shade attack power +25 / Possess eight Shades 

b io u io a is 

£ 
£ 

HERO NOMAD 

HEROINE NOMAD 

13 15 E3 2° 

HERO ROGUE 

HEROINE ROGUE 

Accuracy +10 /Bow attack +20 / Critical 
hit probability +15 / Luna and Dryad 
attack power +10 

Accuracy +20/Sow attack power 
+10 / Critical hit probability +15/ 
Flail attack power +10 

20 Ml 10 

HERO |NINJA MASTER 

HEROINE NINJA MASTER 

25 H 10 

Accuracy +10 / Critical hit probability +20 / 
Evasion, probability +20/Salamander, 
Undine, Jinn and Gnome attack power +10 

Accuracy +10/ Critical hit probabili¬ 
ty +20 / Evasion probability +10/ 
Sickle attack power +20 

fl 

ct *•/ yr\ 



Acquiring Amigos 
Game Link connections with other Sword of Mana players give you in 

for surprise attacks and summons 

Calls flmlgos once a day. 

AMIGOS SUMMONS ITEM ATTRIBUTE SIDE EFFECT 

Call Your Friends 

Seven Wisdoms 

Once your character has at least 

one Amigo, you'll find an Amigo 

Whistle in your Mystery Items 

menu. Use the whistle to call on 

your character s Amigo for a pogo- 

stick bouncing attack. The 

stronger the Amigo was during 

your last connection, the more 

powerful the attack will be. 
Your characters first Game Link con¬ 
nection earns an Amigo Whistle. 

MATILDA 

You can call Amrgos once per game day. If your character has multiple Amigos, 
his or her pals will attack as a group. 

If you have a lot of friends, you can 

earn rare and powerful items. Sum¬ 

mons Items call the power of the 

Seven Wisdoms. Each spirit damages 

every enemy on the screen and causes 

a side effect. The table to the right 

reveals how many different Amigos 

you must meet to collect each item. 

SELVA POKIEHl Rosioni 

fZt'i'i ROSE " 1 

( W 'i 'Ur 1 * , l .* m *1* 
• r :• flmigo Whistle has beeft 1 

rece ived! 

Make Connections 
Connect two Sword of Mana- 

equipped Game Boy Advance 

systems using a Game Boy Advance 

Game Link cable. Select the 

Communication entry in both 

games, then choose characters to 

introduce to one another. 

GEE SMS 

After you reach an Amigo milestone, 
you'll collect a valuable Summons Item. 

5 Selva Card Wind I'fUFTlb 

10 Pokiehl Card Fire FireMan 

15 Tate Cord Wafer SnowMtin 

30 Rostolfi Card Wood Sleep 

50 Olbahn Card Moon Wimp 

75 Gaia Card Forth Petrify 

100 Matilda Card Ligbl Charm 

OLBOHN 

Selva Card has been 

received! 



CHAPTER 2 Pcge 30 

The Hero's Path 

Dungeon and Coliseum 

Captured by Dark Lords 

minions, the hero begins the 

adventure as a prisoner in 

Granz Castle—a coliseum 

fighter who takes on mon¬ 

sters with his pal, Willy, for 

Dark Lords entertainment. 

Path to Topple 

After a fierce battle and a dar¬ 

ing escape, the hero falls from 

a bridge in a confrontation 

with Dark Lord* He lands in 

the outskirts of Topple Village 

where he meets the heroine. 

Speaking to the citizens of 

Topple Village, the hero 

receives the Magic Rope (for 

quick dungeon escapes) pur¬ 

chases Popois Notebook and 

leams about a mighty sword. 

After reading a letter from 

Sir Bogard in Cascade Cot¬ 

tage, the hero meets the 

heroine again. The adven¬ 

turers decide to go to Vin- 

quette Hall together, then 

make their way to Wendel. 

One of the last survivors of 

Mana Village, the heroine 

tells her guardian, Sir Bog¬ 

ard, that she intends to 

find ocher members of the 

Mana Clan. Her first stop 

will be Topple Village. 

The people of Topple Village ^ 

provide information about 

the Mana Clan and some 

helpful items. One villager— 

a young boy—asks the hero¬ 

ine to retrieve a favorite book. 

While searching for the 

book, the heroine happens 

upon the mischievous Julius, 

who sics a monster on her. 

The hero comes to the hero¬ 

ines aid, then helps her find 

the book in the tall grass. 

PARTNER 

After another brief visit to 

Topple Village, the heroine 

returns to Cascade Cottage, 

where she catches up to the 

hero. Confusion between the 

pair clears, and they leave 

together for Vinquette Hall. 

PARTNER 

Page 30 CHAPTER 

m 

After a long conversation with Willy save your progress at the Mana 

Statue, Talk to the slave near the door once, then Amanda twice and 

the slave again. The coliseum battle will begin. 

After Dark Lord discusses old 

battles between the Gemma 

Knights and Vandole, youil 

engage in a more immediate 

bout against the Jackal. Hold B 

to move quickly, run to the rear 

of the Jackal to avoid its claws 

and swing away. You 11 beat the 

beast with ease. 

The part of your conversation with 

Amanda that concerns Mana 

statues will become the first entry 

in Popoi's Notes. You'll collect 

Popois Notebook in Topple Village. 

With the Jackal gone, the jubilant guards will not 

realize that the coliseum gate is open. Run to the 

exit and escape the arena. 

The heroine's adventure will begin in Cas¬ 

cade Cottage with a conversation between 

the young adventurer and Sir Bogard. 

Shell decide to seek answers about the 

fate of the Mana Clan. _ 

Provided that you speak 

with key characters in Top¬ 

ple Village, you'll find a let¬ 

ter from Sir Bogard. After 

reading the letter and dis¬ 

cussing spirits, the hero 

and heroine will decide to 

head to Vinquette Hall, 

TOPPLE OUTSKIRTS 

Prison Politics 

Boss Battle: Jackal 

Popoi's Notes No. I 

Make Your Escape 

The Heroine's Tale 

To Vinquette Hall 

STATUS 

HP 55 

ROW 8 

DEF 5 

m 2 

WIND 5 

AGl 1 

EXP 5 

LV 7 

fTijTlj Srli 

- 

Crf // V 
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Small Detour 

After you collect the Tiny Tapper late 

in your journey, return to the north¬ 

west corner of the Path to Topple 

area, use the tapper to shrink your 

character anti explore the pictured 

passage to uncover an Earth Geode. 

S3 WOOD GEODE 

Future Launch Pad 

Well into your adventure, 

you'll learn how to use the 

cannons scattered through¬ 

out the world to blast off for 

points known and unknown* 

TOPPLE VILLAGE Page 28 

y MAMA STATUE 

ANGEL GRAIL 

Mowing Meeting 

lire hero's and heroines paths intersect in a meadow of tall grass on the outskirts 

of Topple Village, The heroine is looking for a book. Since the hero's sword is a 

Slash-trait weapon, he can 

cut the grass and reveal the 

treasure* If you're connol- 

ling the hero, look for the 

book in the meadow's 

southwest sector* 

Monster List 
Home Found 

mm 

Dby/Ml ,L>: 

MITE Day/Hiqhl 

Before the heroine leaves Sir Bogard for her 

adventure, the former Gemma Knight will 

tell his charge about spirits, magic and 

recouping magic points* Hold A and L to sit 

and replenish your MP supply. 

Day/Night 

Day/Night 

Following the conversation about Sir Bogards letter in 

Cascade Cottage, the hero and heroine will stop at the 

edge of the cottage grounds and talk about jumping. 

Press the L Button to hop up to the top of short ledges. 

BATMO CAVE 

Niccolo will introduce you 

to the idea of Metaballs 

near Batmo Caves entrance. 

You can break three types of 

Metaballs using weapons 

that have matching traits* 

TOPPLE VILLAGE 

Monster List 

Magic Lesson 

Learn to Leap 

Popoi's Notes No. 17 



VlLL i e 

Cottage Conversation Nab the Notebook 

You must talk to the man in the northwest¬ 

ern house to set up an event in Cascade 

Cottage. He'll tell the hero to look for 

Bogard at the cottage* Hell tell the heroine 

that the hero is heading for Bogard/s place. 

When you try to leave Topple by way of 

the northwest exit, Niccolo will stop 

you and offer to sell you Popoi’s Note¬ 

book. You can buy it even if you don't 

have the 10-lucre asking price* 

GENERAL STORE 

ITEMS PRICE 

GUMDROP 10 
PRESTOVEGGEE IS 
STARDUST HERB 20 
AH GEL GRAIL SO 
BB RING 100 
GEM RING 100 

H CICADA EARRINGS 100 
QUARTZ RING 100 
COBRA EARRINGS 100 

Quest 

The Way to Wendel 

During the daytime, a woman in the 

center of town will mention that the 

master of Vinquette Hall has blocked 

the passage to Wendel* At night, you 11 

find the woman in the general store* 

Luke, I'm Your Father 

Popoi's Notes No. 14 

A daytime visitor to the Topple 

General Store will give the 

heroine notes about using a 

flail to cross gaps. 

A boy named Luke seeks his 

father, Marco. Speak to Luke 

during the day in the general 

store* He'll give you barbequed 

newt to give to his father. After 

conversations with particular 

people in the locations listed to 

the right,you 11 earn a reward. 

TOWN OF WENDEL 

MENDS VILLAGE 

TOWN Of MOD 

DEVJUS MANOR 

LOR I MAR CASTLE 

Popoi's Notes No. 13 

The hero will learn about cut¬ 

ting grass during his first 

conversation with the hero¬ 

ine, The heroine will get the 

news by speaking to a girl 

near the center of the village 

during the day* 

1W 

y MAMA STATUES 

Page 27 TOPPLE OUTSKIRTS 

PATH TO TOPPLE 

?'\cfv£e 
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Blassie the Third seeks Blood 

Pouches, Some Batmos leave them 

behind* If you bring them to 

Blassie, he’ll pay you handsomely. 

For every io pouches you sell, you'll 

earn a reward* 

The gentleman at the base of the stairs 

will give you some advice about building 

up to a change in class as you level up* 

Consult the second entry of Popoi’s 

Notebook to revisit your conversation* 

A man stands on the east side 

of the village at night* He'll 

tell you about planting seeds 

in the hot house orchard. The 

information will become 

Entry 2,1 in Popoi's Notebook. 

If you're playing as the hero, you II earn the Magic 

Rope after conversations with the old man and 

the boy inside and outside the house in Topples 

southeast corner. If you're the heroine, you'll get 

the rope after returning the lost book to the boy* 

Pouch Patrol 

Popoi's Notes No. 2 

Popoi's Notes No. 21 

Rope Reward 
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The journey through Batmo 

Cave from the heroines per¬ 

spective is nearly identical to 

the hero's journey. Since the 

fighters have weapons of two 

different traits, they re able to 

break different Metaballs. 

The hero and heroine forge 

on to Vinquette Hall byway 

of Batmo Cave. In the dark¬ 

ness, the adventurers face 

two new types of creatures 

and three passage-blocking 

Metaballs. 

The journey to Vinquette 

Hall is the same for both 

characters* After the pair 

walks through the open 

gate, however, the heroine |jj jgBQftXJ 'v"“ 
sees something that the 

hero does not see—a ghost! 

Arriving in Vinquette Vicin¬ 

ity, the adventurers continue 

their fight. While searching 

for Vinquette Hall, they hap¬ 

pen upon Niccolo, who sells 

them Cactus Essence, the key 

to creating a hot house. 

Unable to sleep in creepy 

Vinquette Hall, the heroine 

follows the butler to a place 

where the master of the 

manor. Count Lee, keeps 

members of the Mana 

Clan in a dreamy state* A 

battle ensues. 

After conversations with 

Isabella and the butler in an 

uneasy night at Vinquette 

Hall, the heroine disap¬ 

pears. The hero must search 

the mansion for her and 

match wits with Count Lee* 

CHAPTER 3 Page 38 chapter 3 Page 38 

Chapter 2 
A block in the road to Wendel lea- 

heroine learn about the mysterioi 

The Hero's Path 

Batmo Cave 

Vinquette Vicinity Vinquette Vicinity 

Vinquette Hall Vinquette Hall 

30 

Chobin' with the Hoods e cms e 

Metaball Trio 

You'll find Metaballs of all 

three types in Batmo Cave* 

The hero's Slash-trait 

sword can break the block¬ 

ade closest to the entrance* 

You 11 need the bow and the 

heroine's staff to break the 

other two. 

Batmo Cave's northern 

chamber is home to four ras¬ 

cally Chobin Hoods* Once 

you defeat the last Hood, 

you 11 earn the bow—a Jab- 

trait weapon that is effective 

against Lime Slimes* 

Monster List 
Name Found 

BATMO Doy/Nighl 

CHOBIH HOOD Doy/Night 

LIME SLIME Dny/Nighl 

VINQUETTE VICINITY Page 32 

TOPPLE OUTSKIRTS Page 27 
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VINQUETTE HALL 

BATMO CAVE 

After you step onto Vinquette Hall grounds, the 

hero and heroine will split up for a moment. If 

you're playing as the hero, you'll stumble upon 

mystery man Julius. If you re the heroine, you'll 

see a ghost in the woods. 

The gate to Vinquette Hall is 

open only at night. If you 

arrive when it's still light 

outside, explore the south¬ 

ern sectors and defeat ene¬ 

mies to build your levels, 

then return after night falls. 

After you collect the flail in Marsh Cave, 

return to the eastern edge of Vinquette 

Vicinity and use the far-reaching weapon 

to cross over to a small island. There you 11 

find Cobra Earrings in a treasure chest. 

When you arrive at the lower 

reaches of Vinquette Vicinity, 

Niccolo will sell you Cactus 

Essence. Use it to create the 

hot house from a potted plant. 

SCALY LAIR 

gg] CICADA EARRINGS 

NEE DIE BEAK 

ROAD TO WENDEL 

Doy/Haght 

Eerie Encounters 

Evening Entry 

Earrings across the Water 

Hot House Key 

Monster List 
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The only means that the hero 

will have on hand to defeat a 

Zonbine is Salamander s fire. 

Blast the undead shufflers 

with a flame-charged magic 

attack. After they're out of 

the way, doors will open* 

By hitting the Metaball in the 

fireplace with an arrow, you'll 

free the fire spirit, Salaman¬ 

der, and get your first taste of 

magic. You can use the power 

of the spirit to conjure fire¬ 

balls and increase the strength 

of your physical attacks. 

After a restless night's sleep, the hero and hero¬ 

ine will separate. If you're controlling the hero: 

you'll journey through the passage that 

branches left off the foyer. If you're in charge ol 

the heroine, you’ll go to the right. 

LIME SLIME 

You're Fired 

Magic Show 

Monster List 

Separate Journeys 

7C3T ' 
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The critter at the north end of 

the mansion is invulnerable 

to the Wisp's attack and your 

physical attacks. Burn it with 

Salamanders flames. After 

the bug is gone, the door to 

the next area will open. 

Vampires will be the main topic of your discus¬ 

sion with Isabella, as she knows Count lees 

origins. The permanent guest of the manor will 

also tell you about the blocked passage through 

Scaly Lair to Wendel. The key is in Marsh Cave, 

ANGEL GRAIL 

A Metaball blocks the fireplace in the 

mansions east wing. Flit the blockage 

with an arrow to free Salamander, The 

fire spirit will join Wisp in your spirit 

collection and give you the ability to 

power up your physical attacks. 

V1NQL1ETTE VICINITY Page 33 

Insect Extermination 

Interview Isabella 

Fireside Chat 

^ Crt d 



After a brief meeting with Julius, you'll 

take on the Ebony Butler in his Hell¬ 

hound form. Summon the PowerUp 

spell, then use your bow or sword to 

whittle away at the savage servant. 

Your confrontation with the vam¬ 

pire will be your toughest battle to 

date. The hero has the advantage. 

If you're the heroine, press Select 

to switch control to the hero* 

Select the sword and hit the 

count in the back. When he turns 

into a cloud of bats, run away, 

then gear up for another attack* 

After you discover the contents of the 

coffins in the heart of Vinquette Hall, 

you'll fight the Ivory Butler in Hellhound 

form. Hit the beast with powered-up 

bows from the other side of a coffin. 

SKULL BEAST 

fin m 

Ebony Attack Boss: Count Lee 
Ivory Power 

Monster List 

STATUS 

HP 130 

PGW 17 

BEF 10 

INT H 
MND u 
AGI 11 

EXP 10 

IV 45 
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Following your fight with Hydra in the 

Marsh Cave, you'll collect an ailing Undine, 

the water spirit. Take her to the healing 

spring near the Mana Statue in Scaly Lair. 

She'll recover in an instant and add two 

spells to your repertoire. 

MARSH CAVE 

With the oddities of Vinquette Hall behind them, the hero and heroine take off 

together for Wend el* The path is blocked by a stone seal. To break the seal, the 

adventurers will need another spirit—one that resides in Marsh Cave. The 

journey through the cave is long and harsh, but a new weapon—the flail— 

helps the heroic pair reach the end* The Marsh Cave excursion concludes with 

a battle versus Hydra, a two-headed dragon. 

Scaly Lair is a maze of winding paths, woods and water. After searching high 

and low, the hero and heroine find a spring where they bring life back to 

Undine, a water spirit and former prisoner of Hydra. The spirit will provide 

the magic needed to break through the stone seal on the Road to Wendel* 

A short run through an Iffish-populated cave, where the prizes include 

Animal Bone and Menos Bronze, leads the adventurers to a battle on the 

beach. Fincher Crabs, Duck GIs, Needlebeaks and more Iffish are the catch 

of the day. 

Day/Nighl 

gh j ou r n ey th rough th e wo rld s no rther n re a ch e s, ^ Finally Wendel! After a rou< 

the pair makes it to the home of Cibba the sage, the teacher of the Gemma 

Knights* The buzz in town is all about Dark Lord and his grip on Granz 

Realm. After conversations with the townspeople and meetings with Watts 

and Devius, the pair goes to Wendel Cathedral where they talk to Cibba 

and Sir Bogard. 

Bay/Nipht 

Day/Might 

Day/Night 
chapter 4 Page 46 

Chapter 3 
Water Recovery 

Before they can reach Wendel, the hero and heroine must unleash a spirit in 

Marsh Cave and survive the dangers of Scaly Lair. 

The Hero and Heroine's 

Scaly Lair 

Monster List 
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A stone seal sits on the other side of the 

marsh water* Equip your character with a 

weapon that gives you a far-reaching magic 

attack (anything but the sword) and hit the 

seal with the Salamander spell. After the 

stone melts, a lily pad bridge will pop up. 

ANsGEL GRAIL 

SMALL SEED 

SCALY LAIR 

Once you reach the entrance 

to the south-central cove, your 

character will slip and fall off a 

ledge, into the cove* You'll 

have to collect the flail in the 

cove to exit* 

Using the flail, you'll be able 

to dispatch the caves Land 

Leaches and Lime Slimes 

quickly and cross green-water 

gaps. When you hit posts with 

the flail, you 11 take to the air. 

The Metaball on the west¬ 

ern shore is a Slash-trait 

blockade. You 11 need the 

hero's sword to break it* If 

you're controlling the hero¬ 

ine, switch to the hero. 

Fire Power 

Land Slide Pull the Posts Switch and Slash 

IPU ANGEL GRAIL [Q] OAK WOOD 

LONG SEED 

Use the Salamanders PowerUp spell to pump up 

your physical attacks and swing away at the flock 

of Duck GIs and Lizardons* The last enemy will 

leave the flail* By using the item to hook on to 

posts, you can fly across gaps. 

After you collect the Moon Mir¬ 

ror, you'll face the serpent, 

Hydra* If your character is 

stronger with physical attacks 

than magic attacks, hit the 

dragons heads with powered-up 

arrows. If magic is your charac¬ 

ter's specialty, use the Salaman¬ 

der spell with the bow equipped* 

Dciy/Mighl 

Fight for the Flail 

Boss: Hydra 

Monster List STATUS 

HP 170+170 

PQW 19 

DEF 9 

INT 18 

WIND 16 

AG! 10 

EXP 15 

LV 52 

I 
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The small piece of land off the 

coast is accessible at night, 

when the ride is at its lowest. 

Cross the sandbar to an Oak 

Wood-carrying treasure chest. 

vinquette vicinity Page 33 

The stone sea! on the Road to Wen del will hit you 

with damaging magic if you get close to it. Equip 

your character with a weapon that is associated 

with far-reaching magic (the bow, flail or staff) 

and melt the seal with the Undine spell. 

TOWN OF WENDEL Page 44 

DUdGI 

Day/Nighl 

On your first visit to the Wen del Coast, 

the cannon in the southwestern corner 

won't be of any use to you. Come back 

once you can travel by air. 

Dny/Nighl 

NEE OLE BEAK 

PINCHER CRAB Day/Night 

Low-Tide Treasure 

Sever the Seal 

Monster List 

Coastal Cannon 
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Tf you're playing as the heroine, your first visit 

to the blacksmith shop will trigger a visit from 

Watts. He'll give you the sickle, the heroines 

first Slash-trait weapon. r-- 

At the inn, you 11 hnd the gray¬ 

haired man who was standing 

by Lester, the minstrel. The man, 

Devius, will tell you about Lord 

Granzs ability to repel Vandole 

using his voice. Minstrels have 

power that Dark Lord fears. 

A long story sequence, 

which is different 

depending on which 

character you control, 

will play out after you 

enter Wendel Cathe¬ 

dral. It will end with 

the characters going 

their own ways. 

Returning to Wendel after the 

initial events with Cibba, you 11 

witness a robbery outside the 

cathedral at night. Catch the thief 

in three different places (shown 

below) to get the keepsake pen¬ 

dant. After you return it to its 

owner you 11 get the Tiny Tapper, 

Blacksmith Naval! will strike up a conversation about 

barbequed newt. If he sees that you have one, hell tell 

you about a former blacksmith who trod off to Menos. 

After you speak to Amanda in Medusa's room, 

Medusa will run off to the Altar of Time, knocking 

After services resume at Wen¬ 

del Cathedral, return to town 

and give io Chocolumps to a 

parishioner. You'll get a piece 

of Cudbears' Gold in return. 

The heroine starts her adventure 

with a Wisp spirit in hand. The 

hero will get his first Wisp on his 

second visit to Wendel Cathedral. 

A girl, Emerilie, has loaned her silver 

knife to Dofar, the dwarf. After you speak 

to her, leam about Dofar from the black¬ 

smiths, then look for him upstairs at the 

inn. Hell give the knife to you. 

Minstrel Lester sings a song to a warm reception in the i 

You'll speak to him after the piece to learn about the power 

its connection to the struggle against Dark Lord. 

Wandering swordsman Vega will ask you for the 

Glittering Sword, offering loo lucre in 

exchange. You can obtain the sword if you 

defeat enough Fincher Crabs on Wendel Coast. 

You'll find a man asleep behind the building near the squares southwest 

corner. Talk to him to get lessons on weapon tempering and forging. 

OBLONG SEED 

A gen tleman in town will give you 

details on weapon skill levels that 

you will be able to revisit at any 

time by reading the notebook. 

At day, a man dressed as a soldier 

will tell you that he's looking for 

Mana followers. At night, you'll 

find two followers in the house 

at point D on the map. Bring the 

soldier to them for a reward. 

If you collected the barbequed newt 

from Luke in Topple, an elderly 

woman in Wendel will remark on 

the newt and send you to talk to 

Navali at the blacksmith's shop. 
MUSHBOQM FOREST Page 47 

Talk to D oh mi at the general store 

for a job. He'll ask you to distrib¬ 

ute leaflets that advertise his 

business. By touring the town at 

all rimes of the day, you'll find 15 

citizens who will take the ads. 

A boy in the southeast corner 

of the town will tell you about 

filling your Deathblow gauge 

and pulling off a big attack. 

The man in the corner of the store, 

Denton, will ask you to find the Black 

Mask for him. Once you bring the 

mask to him, negotiate for his top 

reward—three Dudbears' Gold coins. 

Devius Discussion Watts's Sickle 

Wendel Split Small Crime 

iiiawE 

Blacksmith Barbeque 

Walk, Talk, Release 

Contribution 

Cutting-Edge Qliest Music Appreciation 

Sword Reward Popoi's Notes No. 19 and No. 20 

Popoi's Notes No. 3 Lead a Soldier to Followers 

Conversation Newt 

Paper Trail 
Popoi's Notes No. 4 Mask Man 

GENERAL STORE 

ITEMS PRICE 

GUMDROP 10 
CHQCOLUMP 40 
MAGIC WALNUT 45 
PRESTOVEGGIE 15 
STARDUST HERB 20 
ANGEL GRAIL 50 
BB RING 100 
JEM RING 100 

m CICADA EARRINGS 100 
QUARTZ RING 100 
COBRA EARRINGS 100 

1 WEAR THE BLACKSMITH (NIGHT) 

GENERAL STORE 

3RD NEAR THE BLACKSMITH (MORNING) 
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Mushbooms are indistinguishable from 

the red-and-white caps on the ground 

until you get dose to them. As soon as 

one of the little critters pops up, step 

back to avoid its cap attack, then move 

in and swing a Slash-trait weapon. 
ABANDONED MINE Page 4B The heroine meets Marley 

in Lady Granz's quarters 

and asks the wise woman 

about people and events. 

Then the heroine looks for 

a way off the airship. 

MZJW 

SMALL SEED 
As the hero heads due west 

from Wendel, via Mushboom 

Forest, a group of dwarves 

instructs him to continue his 

journey with Watts in the 

abandoned mine* 

FLAT SEED ANGEL GRAIL 

After sneaking out of her cell, 

the heroine finds a place 

where Dark Lord and Isabella 

are exchanging words. 

Isabella and the heroine learn 

about Dark Lord's origins. 

On his visit to the abandoned 

mine with Watts, the hero 

finds a deposit of Mythril, the 

key to entering Gaia Cave. He 

also discovers a new Slash- 

trait weapon, the sickle. 

Following more revelations 

about Dark Lord, Julius and 

the Mavoles' desire to protect 

women of the Mana clan, the 

heroine meets up with Sir 

Bogard. Together, they battle 

the airships guards. 

Mythril from the abandoned 

mine gives the hero passage 

into Gaia Cave, where Eye 

Spys and Insectaurs wait to 

whittle away at adventurers. 

An earth spirit also waits 

among the rocks. 

The heroine and Sir Bog¬ 

ard fight to the airships 

control room, collect a key, 

and uncover an earth 

spirit. One last emergency 

landing gives the adventur¬ 

ers an exit. 

TOWN OF WENDEL Page 44 

The hero catches up to Dark 

Lord s airship during an un¬ 

scheduled stop at Westlake. 

After a quick search, he finds 

the heroine, collects her pen¬ 

dant, then falls to the ground. 

Talk to Capo, the red-he!meted 

dwarf, when you reach the Dwarf 

Cave interior. After a short dis¬ 

cussion about Gaia Cave and 

Mythril, hell ask you to join 

Watts in the abandoned mine. 
MUSHBOOM Day/Might 

CHAPTER 5 Page 56 chapter 5 Page 56 

Chapter 4 \ 

Mushboom Surprise 

The Heroine's Path 
Airship South Room 

Dwarf Cave 

I ia (vtfi Hth JeqjJi’iM 
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Consul HtrUnik'i Hill**. 

Control Room 

Monster List 
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Kidnapped by Dark Lord, the heroine finds h 

the hero goes underground with Watts. 
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erself captive on an airship while 
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A segmented creature will emerge 

near the Mythril deposits. Stay 

away from the creature when it is 

stationary to avoid being drawn 

toward it, then swing at the 

beasts segments with a Slash - 

trait weapon as it crawls past you. 

You 11 be able to score several hits 

with each pass. 

gaia cave Page 50 

mushbgqm forest Page 47 

Boss: Ankhec's Servant 

STATUS 

HP 300 
POW 26 
DEF 12 
INT 25 

m U 
AGI 15 
EXP 35 
LV 67 

t MANA STATUE 
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Jump and Roll 

The only way to explore the depths of 

the abandoned mine is by mine cart. As 

soon as you hop onto a cart, it will take 

off. You can hop off the cart after it 

comes to a complete stop. 

Track Trick 

The mine-cart tracks are set to make short 

loops around scattered sections of the mine. 

You must hit the track switches to break out 

of the loops. Face 

each switch as you 

approach it, then hit 

it with a wide swipe 

of your sword. 

BLOOD OWL Night 

JNSECTAUR Day/Hight 

LOCUB Day 

MUSHBOOM Day/Nighl 

MGLE8EAR Bay/Night 

Insectaur Sickle 

You II face five Insectaurs deep in the mine. All 

weapons have a moderate effect on the buglike 

beasts. If your character 

h as s tro n g m agi c attac Its, g&Zt -- _ 

h i t tin c creatii res w i th tb c * 

Undine spell Victory will 

give you the sickle. 



The earth spirit, Gnome, slumbers near the 

caves exit. Wake the spirit and have it join you. 

Use the spirits magic to break a stone seal, then 

move on to the lake vicinity. r—"iw^a 

ANGEL GRAIL 

Enemies guard the airship entrance. 

Use the NPC Setting option to make 

Cibba attack the beasts aggressively 

and follow his lead. After the fight is 

over, you 11 earn your first Bash-trait 

weapon, the Knucks, 

AIRSHIP Page 52 

LAKE VICINITY 

SMALL SEED 

gala cave Page 50 
SPINY SEED 

(ROOKED SEED 

When you approach Gaias Facade with Mythril 

in your pack, the rock face will come to life and 

open wide for a taste of the precious mineral 

Thats your chance to hop in for more adventure. 

BIG SEED 

ABANDONED MINE ANGEL GRAIL ROUND SEED LIGHT CYCLOPS 

After you exit Gaia Cave, you 11 
speak to Cibba about the strug¬ 

gle at hand. Hell tell you that 

the airship that holds the hero¬ 

ine is landing at Westlake, then 

he'll join your patty. 

Step out onto the end of the penin¬ 

sula to collect a Water Geode. You 

can use the item in Lorimar Castle to 

collect another water spirit. 

Day/Nig hi 

MAN A STATUE 

C'£\ iff'X'iy~ i^K 

The Gnome's Home 

Airship Attack 

Monster List 

Rock Eats Rock 
No.fii 

Meet the Master 

Peninsula Prize 

Monster List 

Name Found 

[W GRANZ ARCHER Doy/tJighl 

H GRANZ SOLDIER Doy/Nighl 

WEREWOLF Doy/Night 
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If you play the game as the heroine, 

you 11 be able to explore parts of the 

airship that you can't access as the 

hero. When you're playing as the hero, 

the western stairwells will be locked* 

SPINY SEED 

As soon as you enter the airship, it will 

lift off for points unknown. You 11 have 

no option but to forge ahead, fight 

Dark Lord's soldiers and find the hero¬ 

ine* Save your progress at the Mana 

statue before you move on. 

A daring walk along the outside of 

the airship will lead to a room where 

Julius is confronting the heroine* 

Cibba will attack Julius with strong 

magic. The heroine will throw her 

pendant to the hero before he falls. 

Doy/Nighl 

Day/Night 

No Entry for the Hero 

Up and Away 

A Fight and a Fall 

Monster List 

l^\Lt^'terfrSscL£r 6 

ROUND SEED 

SPINY SEED 

A Knight's Help 

Page 54 

Getaway Clue 

c3 { ?7\ tel v c i- 

Disguised as a Realm 

soldier, Sir Rogard will 

come to your aid. The air¬ 

ship has lifted off for the 

second time, but you can 

bring it down again with 

Bogard's help. Together, 

you 11 take on every sol¬ 

dier in the ship. 

A long story sequence that includes conversations 

with a well-informed servant, Marley, will reveal 

much about the people of Grans Realm. After the 

conversation, search for a way out of your cell. 

I Read Lady Grants diary 
(the green book), talk to 
Marley then consult the 
diary again. You'll learn of 
a secret exit in the room. 

V/wVrv/i 



After you reach the reactor, a 

guardian will pop up from the floor* 

Let Bogard take care of the beast. Fol¬ 

lowing your victory, an earth spirit, 

Gnome, will appear from the reactor 

and the airship will crash-land. 
SULTAN SILK 

The door to the control room is 

locked* After defeating all of the 

guards in the rest of the airship, youll 

earn the key. Switch control to Bog- 

ard and slice through the enemies 

using the Gemma Knights sword* 

Soldiers in armor and guardians 

that look like wolves populate 

the airships central chamber. 

After defeating all of the guards 

and guardians, youll earn the 

Knucks, a Bash-trait weapon. 

CURSED DOLL Dny/Nighl 

Day/Nig hf 

GftANZ SOLDIER Doy/Night 

* 

Reactor Attack 

Knucks Collection 

Monster List 
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Dark Geode 

You can reach the plateau from the 

west. Search for a Dark Geode in the 

middle of the plateaus bare patch of 

land. You can use die magical mineral to 

collect a dark spirit in Lorimar Casde. 

O 

m MENDS BRONZE 

|Gj FORSENA Hpj 

With the airship in ruins and the fate 

of Dark Lord unknown, you 11 find 

yourself outside of Menos Village. 

Your new mission will be to seek out 

the hero and recover the pendant. 

Monster List 
Nome Found 

IMP Night 

RA BILLION Day/Night 

Page 57 MtNOS VILLAGE 
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Chapter 5 
The hero and heroine reunite in Menos Village, 

separate adventures into the Jadd Desert, 

but their paths split again fo 

The Hero's Path 

HH Menos Village Pocte 57 
IS 

i f x-i £ t \ ci- o~ 6 c± L cC<l 

The hero's long drop caused 

severe injuries. His friend, 

Amanda, sees to his condi¬ 

tion, To get the medicine 

needed for the heros recov¬ 

ery, she must make a trade 

with Lord Devius. 

SPRIT 

Town of Jadd & Devius Manor 

J add is a big town with a lot of 

activity. The hero talks to the 

people of the town, completes 

some side quests, then learns 

of a plot involving Medusa in 

Jadd Desert while exploring 

Devius Manor, 

When Medusa escapes 

Devius Manor and heads 

for the Altar of Time, the 

hero follows hen The battle 

through Jadd Deserts dune 

maze is a challenge, but the 

hero is up to the task. 

The battle in Jadd Desert 

behind him, the hero returns 

to Devius Manor to settle a 

score. The story is unfolding 

and the heros quest is 

becoming dearer. 

" .A *. “  111 

chapter 6 Page 70 

■ HE 

| Menc 35 Vr LLAGE Page 57 

Arriving at Menos Village, 

the heroine and Sir Bogard 

learn that the hero has been 

nursed back to health from 

his fall. However, the heros 

healer, Amanda, is gone and 

so is the heroine's pendant. 

Prickly Desert Page 59 

The heroine gains informa¬ 

tion and treasures in Jadd, 

then discovers that Medusa 

1 ! has turned Devius Manors 

inhabitants into birds. The 

remedy lies in Jadd Desert. 

ygHm 
Jadd Desert 

Using all of her fighting 

skills, the heroine blazes a 

trail through Jadd Desert 

in search of Medusa. The 

journey ends with an 

important discovery at the 

Altar of Time. 

rage 62 

E21 SPIRIT 

Page 66 

With Lester by her side, the 

heroine dusts off the sands 

of Jadd Desert and returns 

to Devius Manor, Sir Bog¬ 

ard is missing. The heroine 

will find him at the end of a 

dangerous path. 

CHAPTER 6 Page 70 

Devius Manor 

Amanda, a friend of the hero r~J§ I 

from the Granz Castle dun- \ 
geon, found the hero after his ;•£&: «£ cp ^|g 

fall and took him in. To help 

heroine's pendant to Lord 

Devius for medicine. When the heroine appears, with Sir Bogard in tow, Amanda 

run off to Jadd. If you re controlling the hero, your quest will be to find Amanda, 

A girl on the west side of the town will 

tell you that the trajectory of your 

magic spells depends on the weapon 

that you have equipped. Its true! 

Adventurer Pancetta seeks Aero¬ 

lite, a mineral that you can collect 

only by defeating the ultrarare 

cyclops creatures. If you give 

Aerolite to Pancetta, he'll reward 

you with rare raw materials. 

MENOS OUTSKIRTS 

Whether you are playing as the hero or 

the heroine, the woman near the Mana 

statue will tell you about the boy who 

fell to earth—nothing new to you. 

Speak to the boy near the Mana Statue 

to learn about Amandas destination. If 

you're the hero, youll be ready to look 

for Amanda after conversations with vil¬ 

lagers and a return to Amandas home. 

prickly desert Page 59 

MANA STATUES 

Amanda's Secret 

Popoi's Notes No. 12 Aerolite Enthusiast 

Popoi's Notes No. 8 

Not-So-Current Events 

Amanda's Whereabouts 

GENERAL STORE 

ITEMS PRICE 

GUM DROP 10 
CH0C0LUMP 40 

m MAGIC WALNUT 45 
PRESTOVEGGIE 15 
STARDUST HERB 20 

ANGEL GRAIL 50 

WHITEUGHT RING 250 

FIEND FANG 250 
U BANDIT EARRINGS 250 

RED W100N HORN 250 
D-FFNU RING 250 

A man on the east side of town tack¬ 
W'1 les the subject of monster senses. 

f f/ W You can attack monsters of certain 

#DPage 58 sense types by using Mystery Items 

that match the senses. 

est^cr6 XjlLL 



menos village Page 57 

A Granz soldier named Delmar will strike 

up a conversation about Spirit Coins. If you 

show him a complete collection of all eight 

coin types, Delmar will reward you with a 

piece of Dudbears' Gold. The table below 

shows which enemies leave which coins. 

Tony and Johnny, a pair of Menos villagers 

caught up in the clash between Mana believers 

and Granz soldiers, will bend your ear about 

the subject. After soldiers take Tony away, talk 

to Johnny to collect a piece of Dudbears' Gold. 

A reformed thief, Toma, stands in a comer. After 

you speak to him four times, he’ll tell you that 

he stole the Black Mask from Dudbears, hand it 

to you and ask you to return it to its owners. A 

Dudbear in the abandoned mine will give you 

one piece of Dudbears' Gold for the mask. 

Denton in Wendel will give you three pieces. 

Quest 

If you helped Vega in Wendel S 

with his request for a Glittering W 
Sword, you'll catch up with him | 

again at the blacksmiths shop in Jj 

Menos Village. His new desire is 

for Glittering Armor. You’ll find 

the item by defeating Rabillions, 

FIAT SEED 

If you collected the barbecued newt in 

Topple and talked to two people in Wendel 

about a traveling newt-lover, Kralove will 

continue the tale and point you to Jadd. 

A Menos maiden will inform you that Amanda s 

brother, a minstrel, has t^en invited to sing in 

Jadd. Could the minstrel be someone you know? 

Quest 

A grandmother, Bandra, will give you a 

Rhi noloupe to give to her granddaughter, 

Priscilla, in Devius Manor. If you give the fruit 

to Priscilla then 

The way to the treasure chest in the 

northwest corner is open during the day. 

Shake the chest to earn Menos Bronze. 

You can reach the treasure chest in the 

southwest comer at night. Open it to 

collect a Crooked Seed, Dcy/Night 
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Coin Collector Rambling Believer 

Dark Deed 

Guttering Return 

Newt News 
A Brother in the Business 

Rhinololipe Return 

Daytime Treasure 

Monster List 

Nighttime Treasure 

0 light coin 

2 DARK COIN 

MOON COIN 

FIRE COIN 

WATER COIN 

WOOD COIN 

WIND COIN 

EARTH COIN 

.-f' DUCK Cl 
v£.j. 
* SPECTER 

jAk. LOCUD 
.* CHERRY SLIME 
r,©r TANPOLE 
liJ V KAISER MIMIC 

NEEDLEBEAK 

T SKULL DRAKE 

Popoi's Notes No. 6 Jrf 

H 
If you need a refresher course on 

the three attack traits, check 

Popoi's Notebook. An old man in 

the inns lobby will leave the infor¬ 

mation as one of Popoi's Notes. 
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GENERAL STORE 

s PRICE 

GUMDROP 10 

CHOCOLUMP 40 

MAGIC WALNUT 45 

PREST0VEGG1E 15 

STARDUST HERB 20 

ANGEL GRAIL 50 

BLINK WEED 20 

POTENT POSY 20 

DREAM REED 20 

WHITE LIGHT RING 250 

FIEND FANG 250 

BANDIT EARRINGS 250 

RED MOON HORN 250 

D-FENCE RING 250 

Quest The Barbeque Trail 

If you have the barbequed newt and you’ve 

l been speaking to other people about it in 

Wendel and Menos, Radley will continue the 

chain and gesture toward Devius Manor 

RADLEY 

Quest Bargain for a Bonus 

Vegas quest for glittering items will continue 

in Jadd. If youve already supplied him with 

the sword and armor he 11 ask you for the 

Glittering Helm. After you defeat the right 

cockatrice, the item will be yours. When you 

go to collect from Vega, he'll offer to pay you 

200 lucre. Turn 

him down. Hell 

raise the reward 

to 400 Lucre 

without a second 

thought. 

More Magic 

Following your tour through the 

dune maze and the clockworks of 

Devius Manor, Genoa will stop 

you at the entrance to the manor 

and offer you a new spirit— 

Luna. Use it to unleash the power 

of moon magic. 

MR CANNELL 

S Quest Sand Solution 

When you re not collecting cash from Mr Cannell, he 11 tell you 

about a mystery of the Jadd Desert- -two trees that you must 

walk around in a figure eight to stop a nearby sandflow. If you talk 

to him again after you solve the puzzle, he'll give you a reward. 

devius manor Page 66 

PRICKLY desert Page 59 

jadd desert Page 62 

If you brought the man dressed as Granz Soldier to 

a Mana believer in Wendel, you'll find another 

believer, Courtney, in Jadd. She'll ask you to deliver 

three letters, one at a time. Once the letters are in the 

right hands, youll get a reward. 

A little legwork and paperwork will earn you 

a piece of Dudbears' Gold.The shopkeepers 

wife, Janka, wants to collect on some out¬ 

standing invoices, starting with 200 lucre 

from Mr. Cannell. After you collect each 

debt, return to J anka for another invoice. 

You can spend the money 
that you receive from the 
villagers, but you'll have to 
raise the cash again if you 
want to continue the 
quest for the gold. 

Letters of Resistance 

songo 

GENERAL STORE 

ITEMS PRICE 

GUMDROP 10 
CHOCOLUMP 40 
MAGIC WALNUT 45 
PREST0VEGGIE 15 

§1 STARDUST HERB 20 
ANGEL GRAIL 50 
BLINK WEED 20 
POTENT POSY 20 

DREAM REED 20 

WHITELIGHTRING 250 
FIEND FANG 250 
BANDIT EARRINGS 250 

RED MOON HORN 250 

L D-FENCE RING 250 

■ 
f§gf( 
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The Dune Mazes entrance is blocked by flowing 

sand. You can stop the flow by walking around the 

two trees near the entrance in a figure-eight pattern. 

While exploring the maze, you'll discover several 

switches that open doors. The switches are marked 

on the map with lowercase letters; the correspon¬ 

ding doors are marked with capital letters. Hit the 

switches, open the doors and make your way to the 

Altar of Time, 

COCKATRICE 

Doy/IMight 

MOON CYCLOPS 

POLTER BOX Day/Night 

SAND SCORPIO Doy/Nighl 

SHADOW ZERO 

causes serious havoc 

labyrinth. Use your ^ ^ 

strongest weapon or ® 

the power of the 

earth spirit to defeat the beasts. After the battkj 

you'll earn an axe and access to the next switch. 

ELEPHANT TUSK 

Monster List Maze Moves 

Taxing Axe Battle 

R1JB 
lijffi m $ 



MIASMA GLEN 

Cockatrices don't look tough, but they will chew 

you up if you're not on your game. Use a Jab-trait 

weapon or Gnome magic to fight a group of four 

of the snake-tailed creatures. After you beat 

them, the wind spirit, Jinn, will join you and 

you 11 gain access to another switch. 

COBRA Doy/ighr 

COCKATRICE 

Day/Nigbl 

MOON CYCLOPS You'll need Jinn's wind magic 

to break the stone seal that 

blocks the cave. Approach the 

seal from the bottom of the 

ledge and equip your charac¬ 

ter with a weapon that will 

guarantee a long magic trajec¬ 

tory. Flit the seal and move on. 

SAND SCORPIO Day/Nig hi 

SHADOW ZERO 

SILKSPiTTER 

SKELETON 

Monster List 

Blow the Barrier 

Medusas head appears 

on the rooms four plat¬ 

forms, one at a time, then 

disappears after it releases 

a damaging spell. Equip 

your character with the 

bow and the wind spirit, 

and hit Medusa with the 

Jinn spell at every oppor¬ 

tunity, If you need a rest, 

hide in the safe area in the 

rooms southwest comer. 

If you're playing as the hero, Amanda will meet her fate after 

your victory against Medusa. If you re playing as the heroine, 

you 11 witness the end of Amanda without fighting the boss. 

If you have the Tiny Tapper, use it to 

shrink your character, then crawl 

through the small tunnel next to 

the Mana Statue. You 11 find Dion 

Wood on the other side. 

SMALL SEED 

Boss: Medusa 

Amanda's End 

im 

Tight Squeeze 

STATUS 

HP 355 

POW 38 

DEF 35 

INI 40 

m® 36 

AGI 27 

EXP 60 

LV 97 

* 
$ 
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ANGEL GRAIL 

If you re playing as the hero, you'll gain 

entry into Medusas room after you 

talk to the maids in front of the door. 

You 11 learn from Genoa that 

Medusa (Lady Granz) has 

turned the people of Devins 

Manor into birds. The only 

way to reverse the spell is to 

destroy the Altar of Time. 

If you’ve collected a Rhinoloupe from 

Bandra in Jadd, Bandras grand¬ 

daughter, Priscilla, will take the fruit 

from you and give you a Peach Puppy 

to give to her grandmother. If youve 

been keeping up with the barbecued 

newt storyline, Priscilla will provide 

vnu wirh the next clue in the chain. 

COCKATRICE 

ELEPHANT TUSK 
WEREWOLF 

imuHiij 

Doy/Night SHADOW ZERO CROOKED SEED 

SPECTER 

GUMDRDP 
Day/Niglit 

town of jadd Page 6Q 

Backroom Entry 

Priscilla's Peach Puppy 

PRES10 

LONG SEED 

After you speak to Amanda in Medusas room, 

Medusa will run off to the Altar of Time, knocking 

over her maids as she exits. Get a key from one of 

the maids, unlock the bird cage to release Lester (in 

bird form) then head for the altar with Amanda. 

Medusa's Madness 

Three Ring-a-Dings 

Not long after you begin the 

clockworks maze, you'll veer 

off the path, hop onto gears 

and make your way to a bell 

(marked A on the map). Hit 

it thrice to unlock the corre¬ 

sponding door. 

7^\ 



Two Bells, Three Rings 

C . 

9 UrlcL& 

You 11 find a pair of bells at the place 

marked "brr on the map. Hit the bell 

on the left twice and the bell on the 

right once to unlock the correspon¬ 

ding door. A confirmation chime will 

let you know that you got the right 

combination. 

friS 

|Q] GRAM STEeT 

|Q] WIND COIH 

Your battle versus Deviuss Mind flare form will take 

place on a spinning disk. Stay near the middle of the 

disk, and fire Gnome magic at the beast, using a 

Bash-trait weapon for an on-target trajectory. The 

fight will be a long one. Recoup your magic often and 

use HealingLight when you're at 50 HP or lower. 

You’ll discover Sir Rogard locked in a 

cage with strong magic. It would be 

nice to have Bogard along for the 

next fight, but he won't be able to get 

out until you defeat Devius. After 

some words about the power of 

Mana, you 11 continue the journey 

There are four bells in the mazes last large room, but 

you have to hit only three of them to open the door. 

Ring the upper-right bell twice, the lower-right bell 

once and the lower-left bell twice. The door will pop 

open immediately and you 11 have access to the man¬ 

sions inner sanctum. ,— mmsB r t « 

COCKATRICE 

SHADOW ZERO 

SPECTER 

Boss: Mlndflare 

Caged Knight 

Ring Three, Ship One 

Monster List 

STATUS 

HP m 
POW 45 
DEF 40 
INT 47 
Mb 35 

AGE 36 
EXP 70 
LV 105 

IRjMWM m AM* 
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Pulling out her trusty staff, 

the heroine hashes Miasma 

Glens Assassinants, then 

melts the areas Specters 

with the Wisp spell as Sir 

Bogard watches in wonder. 

With Lester by his side, the 

hero cuts across Miasma 

Glen on his way to Cascade 

Cave* Lester is not 

equipped to fight the crit¬ 

ters of the glen, but the 

hero can beat them easily. 

Sir Bogard is a worthy part¬ 

ner. He uses his mighty 

sword to help the heroine 

deal with the nasty beasts 

of Cascade Cave* The battle 

at the end of the cave fol¬ 

lows a revelation about 

Julius. 

Underground passages 

filled with fighting flora 

and killer insects lead to a 

battle versus one very big 

plant. When the Boison 

Vine pitches one of its 

seeds, the hero hats it back 

with a deep cut. 

There’s no getting around 

the fact that Mt. Illusia is a 

challenging climb, even for 

the well-equipped adven¬ 

turer. The heroine fights 

tough enemies there and 

solves the puzzle of the 

stone faces. 

Battling Tin Tortoises, 

Howlers and Bumpkins, 

the hero and Lester find 

the mace—a new Bash- 
and a path trait weapon—; 

to Granz Castle 

The heroine doesn't have 

the same history that the 

hero has with Granz Cas¬ 

tle, but she knows that the 

Dark Lord must he 

stopped. With help from 

three partners, she reaches 

her goal. 

The hero began his adven¬ 

ture in Granz Castle and he 

intends to finish it there, 

with a battle against Dark 

Lord* The showdown takes 

place, but the journey does 

not end. 

I CHAPTER 7 Page BO CHAPTER 7 Page 80 

Cascade Cave 

Mt. Illusia 

Granz Castle 

FIN1KM bf ;■ '' □ [1 □ 

1$ % i::i 

ASSASSINAHT 

CASCADE CAVE SPECTER 

ANGEL GRAIL 

Lesters song in Jadd cleared away 

Miasma Glens poison mist, but the 

area is still an intense challenge to 

cross. Assassinants spread across the 

glen by day while specters haunt the 

area by night* JADD DESERT Pngs 64 

Monster List 

(t-$Cr*tscL Cr^ 



You'll start the battle by fighting a 

small version of the vine. Hit it 

with Salamander and Jinn magic. 

When you move on to the larger 

beast, blast its uncovered 

abdomen with the Luna spell and 

swipe at the seeds that the flower 

spits at you. They'll fly back and 

hit the flower for 48 HP each. 

OBLONG SEED 

mt. illusia Page 74 

You'll need help from a new spirit to advance to Mt. 

Iflusia. After you defeat the Boison Vine, return to the 

cave's northwest corner and attack it. The Dryad spirit 

will come to your aid and clear away the foliage. 

fiat seed 

Boss: Boison Vine 

STATUS 

Enchanted Vine 

PS] GRANZ STEEL ANIMAL BONE 

Cut the Curtain 

VinevS cover one of the 

tunnels that leads to 

the path through Cas¬ 

cade Cave. Use a Slash- 

trait weapon or Gnome 

magic to fight through 

the areas Spiny Cones, 

then cut the vines and 

move forward. 

Monster List 

Nome Fount! 

miasma glen Page 71 BUMPKIN Day/Nigh 

GLOOM OTH Oay/Nighl 

KILLER PANSY Day/Night 

MALBORO 

SPINY CONE 

-.y *^-■1 - ' 
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BIG SEED 

CASCADE CAVE 

Day/Night 

You can destroy blockades by changing the expressions of the 

stone faces that lead to them. Check the letters on themap and 

match them to an expression on the table below. Smack the 

stones to make them change. 

CHERRY SLIME 

GRAY OX 

y cl-cr f--3t 

Monster List 

Match the Mugs 

HAPPY 

BLANK 

© ANGRY 

ANGRY 

© SAD 

m ; 
jjjf ' 

Tin Tortoises populate the 5 
upper reaches of Mt. Illusia, j 

Use the Dryad spell to fight ? 

th em off After you de feat every j: 

turtle* you' 11 earn the mace a nd S 

access to the northern cave. 

The cave is empty* save for a single stone face. 

Hit the stone until it matches the expression of 

the stone near the blocked cave entrance 

marked C on the map (angry). Then return to 

the cave entrance to find it open* 

GRANZ STEEL 

BIG SEED 

The stone face near the C barrier will 

not change its expression, no matter 

how many times you hit it. The key to 

knocking down the barrier is to hit the 

stone face inside the northern cave. 

ANGEL GRAIL 

GRANZ castle Page 76 

Smashing New Weapon Solitary Stone 

Stone-Cold Expression 

77\ 



LONG SEED 

GRANZ STEEL 

If you're playing as the hero¬ 

ine, you can catch the gold key 

without putting up a fight. 

You'll earn it (along with the 

silver key) from a bird in the 

dungeon's east wing. 

ANTHROSECT Doy/Nighf 

If you're playing as the hero, M 
you'll go up against a castle guard J 

a nd a pair of Pol ter Boxes to earn !§ 

the gold key. Hit the guard with g 

your strongest weapon, and the ■ 
boxes with a Bash-trait weapon 

or Luna magic. 

r ''l 

Lance-wielding Granz Soldiers will attempt to 

keep you away from Dark Lords residence. By 

defeating all of the soldiers in the area, you'll 

open the path and earn the lance. Use magic of 

any variety to whittle away the enemies. 

I Willy .is a raster at 
defeating Granz 
Soldiers. If ^.1Jre 

L * w playing as the heroine, 

switch ocntmL to Willy 

DUCK GENERAL 

MT* ILLUSIA 

Day/Nig hr GRANZ SOLDIER 

Day/Nig hi GRANZ WIZARD 
Vega will make an appearance in the Granz Castle 

dungeon if you've given him the glittering items in 

the towns that lead up to the castle. He'll reward 

your hard work with a piece of Dudbears' Gold. 

Day/Nighl POLTER BOX 

Monster List 

Special Delivery 

Prison Riot 

A Lot of Lances 

Glittering Gimme 



Before you take on Dark Lord, you'll have to bat- 

tie his bird, Garuda. The winged beast will hover 

out of reach then swoop down at times for a claw¬ 

ing attack. Equip yourself with the mace or the 

staff and hit the bird with the Gnome spell. 

There's no trick to defeating Dark Lord. You just 

have to be strong. Use the pillars to guard your¬ 

self from charging attacks and counter with 

long-range attacks. If you lose quickly, build lev¬ 

els before you challenge Dark Lord again. 

After you change partners in Granzs room, 

walk to the back of the room and read Granz's 

diary three times. Then place the book on the 

shelf to unlock the castle's remaining do on 

GRANZ STEEL 

The passage to the castle roof will be 

bolted shut when you arrive. Enter 

Lord Granzs room to meet up with 

your fellow fighters, then read 

Granzs diary to unlock the door. 

The castle is filled with Poker Boxes 

that will attack when you get close to 

them. Blast treasure chests from a 

distance with Luna magic. If they 

take a hit, they* 11 be enchanted. 

Levf' C f X ctcr 

Boss: Garuda Boss: Dark. Lord A Key Read 

i&ifHifs 

Read Before You Go Beware of Polter Boxes 

STATUS 

HP 528 
POW 60 
DEF 45 
JHT 53 
MND 441 

AGI 80 
It? 120 
LV 180 

PVPVV. j 
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CLASS DESERT (NORTH) 

A blacksmith dwarf seeks particular 

fruits and vegetables. If you give him all 

that he needs, hell reward you with a 

piece of Dudbears' Gold, The heroine has realized 

that the only way to save the 

realm is to find the Sword of 

Man a. Along with Willy, she 

sets off for Lorimar Castle 

seeking information about 

the blade* 

Waking up in Selah s house 

after the clash against Dark 

Lord and the meeting with 

Goremand in Granz Cas¬ 

tle, the hero teams up with 

Lester for a journey to Lori¬ 

mar Castle. 

The southern Glass Desert ' 

is a maze of ledges and 

ramps. After negotiating 

the areas paths, the hero- j 

ine and Willy find a way to I 

launch themselves to the 

vicinity of Lorimar Castle, 

Basilisks attack the hero and 

Lester en masse in Glass & 
Desert, By collecting worms V 
that fall from the creatures, % 
the hero makes a trade with \ 

a merchant in Is he. 
glass desert (south) Page 84 

The hero discovers that l|jf V ]\ 
everyo ne i n Lori m ar C as tie, njjjjj 
except for the king, is 

frozen solid. The only way jjgjnjj 

to bring warmth back to 

the kingdom is to defeat 

Malyris at Kahla Peaks. 

Arriving at Lorimar Castle, 

the heroine and her compan- Bri 

ion find frozen citizens, a 

stunned king and the hero- tansra? 

ines friend, Marley, The new Ifgjgf 

mission is to save Lorimar 

by defeating Malyris. 

The small band of adventurers that 

gathered at Granz Castle was magically 

removed from the premises and left 

unconscious, scattered throughout the 

vicinity, Selah found the adventurers 

and took them to her house. 
A long struggle on the ice 

leads to Malyris, Lester 

holds his own by firing 

arrows at the spiderlike 

beast, while the hero uses 

his own strengths to attack 

the corrupt spirit. 

The heroine and Willy team 

up to take down the spirit, 

Malyris, then rejoice after a 

wash of blood-red magic 

thaws the citizens of Lori¬ 

mar Castle, 

Chapter 8 Page 90 Chapter 8 Page % 

7/\ 

Chapter 
The hero’s and heroines trips through Lorimar Castle and 

different, identical, 

Produce Produce 

Glass Desert (South) 

Snowfield 

Lorimar Castle 
Lorimar Castle 

Saved by Selah 

Kahla Peaks 

J “IS □ >SP IRIT ■■■ 
1 1 ■m bHIHIH 

Kahla Peaks 

[QuestJ Dliobear for Sale Quest Newt Knowledge Quest 
. 

Moondrop 

At night, a merchant outside the inn will 

offer to sell you your own personal Dud- 

bear for 40,000 lucre. If you purchase the 

animal, you can visit it at the hot house. 

If you have the barbecued newt from 

Luke in your possession, the man in the 

southeast corner of town, Yakov, will 

notice the item and tell you about the 

newt-eater who went to Lorimar Castle. 

Following your adventure in Kahla Peaks, 

Jahari will tell you that he is looking for 

Moondrops. You can find them by defeat¬ 

ing Skull Drake. Trade a Moondrop with 

Jahari for 1,000 lucre or Dudbears' Gold. 

Y1 

j m! 
- M J 
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<:B | Page 82 m 
b H SSI 

ii 1 

mm 

PARTNER [ T • SPIRIT □ 



Quest] Sage Request 

A sage enthusiast will ask you if you 

have Sage Cards (Summons Items 

earned from Amigo connections)* He'll . 

give you a piece of Dudbears Gold for 

each card that you show him* 

Adventuring Ethics Quest ^_ 

Abdul will ask you for a lesson in adventuring 

basics and give you a Cancun Feather in return. 

Talk to Messier and refuse to sell him the 

feather, then give the feather hack to Abdul, 

Messier will reward you with Dudbears Gold, 

GENERAL STORE 

GUMOROP 10 

CHOCQLUMP 40 

MAGIC WALNUT 45 

PRESTOVEGGIE 15 

STARDUST HERB 20 

ANGEL GRAIL 50 

BLINK WEED 20 

POTENT POSY 20 

TONE STONE 20 

MIST PENDANT 400 

KNIGHT CREST 400 

GJALIAR HORN 400 

DRAGON CHOKER 400 

SAGE STONE 400 

Quest | Basilisk's Bubus 

Mahan an expert at making potions, 

seeks Bubu Worms, but only those 

that are 2.0 inches or longer. By defeat¬ 

ing Basilisks in Glass Desert, you can 

find the crawling critters. Bring them 

to Mahar for measurement. 

Asaad's Spirits Quest |_ 

You'll find Asaad in the northeast corner 

of the inn every night. If you give her 

three pieces of Dudbears' Gold, she 11 
give you a spirit that matches the day of 

the week, as shown on the table below* 

MANA DAY 

LUNA DAY 

SALAMANDER DAY 

UNDIME DAY 

DRYAD DAY 

JINN DAY . 

GNOME DAY 

I WISP OR SHADE 

I LUNA 

I SALAMANDER 

I UNDINE 

I DRYAD 

I JINN 

I GNOME 

CROOKED SEED ANGEL GRAIL 

Nighttime Crossing 

Close-Up Magic 

& Q> rx Crt- 

Skull Drakes are strong (213 HP), but they 

have a clear weakness to Wisp magic. Equip 

the Knucks and hit a flashing Drake with a 

Wisp spell to score several hits at once. 

Hidden Gem 

A Light Geode appears near 

the northwest comer of 

Glass Desert at night. Grab it 

and take it to Yaz at Lorimar 

Castle to hatch a Wisp spirit. 

The circled sections on the 

map show the locations of 

stardust bridges that appear 

only at night. As soon as 

night falls, run through the 

area and cross as many 

bridges as you can before 

the sun rises. 

FIERCE FACE Night 

KID DRAGON Day 

SKULL DRAKE Day/Night 

TYRRANGS Day 

RUINED PASSAGE Page 99 

MANA STATUE 



TOWN OF lSHE Page 81 1 
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% MAMA STATUES 

Prof. Bomb, the armory expert, will 

meet you at the deserts cannon. He’ll 

tell you how to use an armory to 

launch yourself to any location on the 

map. Ply to Lori mar Castle. 

CHOCOLUMP 

Walk to the far side of the cannon and grab 

a Moon Geode. Kaz at Lorimar Castle will 

extract a Luna spirit from the geode after 

you defeat Malyrls. 

LONG SEED 

BASILISK Day/Nighl 

Ready for Launch 

Moon Rock 

Monster List 

pjSjT 

SNOWY RABITE Doy/Hight 

WATER CYCLOPS 

LORIMAR CASTLE 

You 11 slide out of con¬ 

trol on the icy ponds. If 

you want to stop, press 

the L Button to jump. 

Your character will hop 

straight up and come to 

a complete stop upon 

landing. 

FLAT SEED 

Landing in the snowfield, you'll find 

Prof Bomb frozen next to the armory. 

After you defeat Malyris, the professor 

will thaw. 

Monster List 

{j}\ 



KAHLA PEAKS Page 

King Lorimar is the only castle resident who 

was not encased in ice. Shortly after you begin 

to speak with the king, Marley will tell you why 

the kingdom is frozen and how to set things 

straight—defeat Malyris. 

The barbecued-newt story will come to an end 

(literally and figuratively) when you meet Marco 

in the castle. He'll take the newt and give you a 

barbecued tail. Bring it to Luke in Topple for a 

reward. 

Lonely man Rooney stands by himself in Lori- 

mar Castle. If you speak to him several times, 

he'll ask you for Lil Cactus to keep him com¬ 

pany. He won't offer anything in return, but you 

will make him happy. 

Kaz will wander the west wing of Lorimar Castle after 

you defeat Malyris. She will open your geodes to reveal 

spirits, giving you more magical power. 

After the thaw, Clive will serve up Honey Elixir if you 

bring him the right ingredients. 

MIA STATUE snowfield Page 85 

mm 

The Story of the Ice Spirit 

Meeting with Marco 

Plant Present 

Sweet Concoction 

1 



Ice Breaker 

Some standing ice formations 

hold treasure chests. Others 

block paths. Use a Bash-trait 

weapon to crack through the 

frozen blockades. 

LORI MAR CASTLE Page 86 

m GUMMIFftOG 

[Oj WATER COIH 

& UsLct & 

If you venture to Kahla Peaks after 

you do away with Malyris, you'll find 

magician Florent. He'll give you a 

spirit provided that you have 10 

Trait Coins and three spirits of the 

same type. 

Icy spider Malyris drops from the top 

of the cave and sends down freezing 

magic attacks. If your character is a 

strong magic user, equip him or her 

with the axe, mace or staff and use 

Salamander or Gnome spells. If your 

characters physical attacks are 

stronger, use the bow. 

Day/Nighl 

SMALL SEED 

Monster List Trait Coin Trade Boss: Malyris 

STATUS 

HP 574 | 
POW 57 
DEF 42 

INT 61 
MND 42 
AGI 45 
EXP 140 
IV 165 

/T\ 
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Rocky Wilds is a barren 

series of winding rock 

paths. The heroine and 

Lester explore the wilds, 

pick up treasures at dead 

ends and forge on to Sub¬ 

land River. 

After spending some time in 

Lorimar Castle, the hero and 

Lester head to the snowfield 

armory, then launch to Rocky 

Wilds* There they take on 

tough enemies and use the 

flail to cross gaps* 

The river runs through a 

treacherous area that is 

packed to the gills with fishy 

creatures* The heroine 

pushes on through the river 

path and battles an octopus 

for the right to advance* 

The heros journey through 

Subland River is much like 

his Rocky Wilds expedi¬ 

tion—he slashes enemies 

and crosses gaps* He can 

jump over some gaps and use 

the flail to fly over others. 

The final steps to the 

Sword of Mana are loaded 

with heated battles for 

the heroine and Willy* 

Together, they persevere to 

the swords resting place. 

The underwater volcano is a 

fire-filled trap with exploding 

balls of lava and relentless 

creatures that spit molten 

goo* The hero and Lester 

fight their way through the 

heat to the Sword of Mana. 

With the sword in hand, the 

heroine returns to Cibba In 

Ishe. Once there, she learns 

about the sword and about 

what is to be done next, 

Julius must be stopped* 

Following his battle for the 

sword, the hero returns to 

Ishe to speak with Cibba 

about the weapon. He 

learns chat the power 

doesn't come from the 

sword itself, hut from the 

who wields it. warrior 

Chapter 8 Page 96 
Chapter 8 Page 96 

Chapter 8 
The search for the Sword of Mana intensifies, The hero and heroine take 

separate journeys on identical paths to the prize. - s 

Town of Ishe 

wj 1 
[■ll: 1 

1 i PARTNER [- i! □ SPIRIT □ 

□ SPIRIT □ 

gcud e 

SUBLAND RIVER Paae 9? 

■atNOtOLUMP 

Beware of Rocks 

Boulders float over the Rocky Wilds 

path. If you come into contact with a 

boulder, you'll rake damage. Run 

clear of the boulders' paths before 

you stop to battle the areas monsters* 

Monster List 
Name Found 

1 DENDEN TEZIA Day 

GARUDA Day 

GREMLIN Night 

GRIFFON CLAW Day 

NIGHT SNIPER Night 

PRICKLEBEAK Day 

PUNKSTER Night 

WIND CYCLOPS Day 

MANA STATUE 

c3 ( 77\ Cr*L-ct 



The Tiny Tapper is not required equipment for 

your Sub land River journey, but it's recom¬ 

mended, By using the Tiny Tapper to shrink to 

pocket size, you can meet Mr. Brown in the caves 

northern extremes and get the Brownie Earring, 

OBLONG SEED 

CROOKED SEED 

ALT EH A ALLOY SNAKE SCALE 

ANGEL GRAIL 

ROCKY WILDS 

■HU fDL 

Tap, Crawl and Collect 

f®| CHOCOLUMP £ 3( ANIMAL HIDE 

SPINY SEED 

A small lake blocks the way in Sub¬ 

land Rivers southeast comer. To 

drain the lake, you must move the 

rocks that block the water s flow at the 

three points marked "a' on the map. 

SUBSEA VOLCANO Pane 94 

[□) ASH WOOD UNDINE ICON Im CHOCOLUMP 

MANA STATUE 

□ ROUNDED SEED 

ANGEL GRAIL 

GATOR SK N 

) FISH SCALE 

WATER COIN a LORI MAR ALLOY 

Monster List 

Nome Found 

BIG BABY Day 

CLINCHER CRAB Duy/Nighl 

KILLAFI5N Day/NIght 

POLLER BOX Day/Night 

SAHAGIH Day 

SEADRAGON Nighl 

TAXIBIRD Day 

The Drain Game 

Warbot War Trigger 

A relic from the Van- 

dole Empire rusts away 

in the northeast cor¬ 

ner. By examining the 

machine, you'll start 

the Kraken boss battle. 

Boss: Kraken 

Octopus Kraken makes the rounds from one pool to 

the next, while parasitic fish float over the land 

paths. Equip your character with the Salamander 

spirit; stay near one pool where Kraken pops up and 

hit the beast with fire magic. You'll get in two good 

shots for every Kraken appearance, 

XT 

STATUS 

HP 635 
POW 70 
DEF 45 
INT 60 
MND 45 
AGI 43 
EXP 170 
LV 195 



Undine is your spirit of choice in 

the battle for the Sword of 

Mana. Efflite appears in three 

fiery forms—a small creature, a 

large creature and a lava bubble. 

Equip your character with a 

Bash-trait weapon and douse 

the various versions of the boss 

with water magic. Keep running 

and stay away from lava pools. 

GATOR SKIN 

LIZARD SCALE 

Another warbot lies, in 

ruin, at the north end 

of the volcano passage. 

Save your progress at 

the Mana Statue, then 

examine the warbot to 

jump into the Efflite 

boss battle. 

ANGEL GRAIL 

A Fire Geode rests on a 

lava pool. Switch to the 

Undine spirit and use 

the spirit's BubbleBoat 

to float over the fiery flow 

and collect the rock. 

Day/Night CUMULUS 

Day/Night 

SPINY SEED 

Day/Nighl 

Three weak sections of the vol¬ 

cano chambers walls are marked 

V' on the map. Use any weapon 

to break the wall, then move on 

through new openings* 

SUBLAND RIVER 

Enter Battle 

Monster List Bubbling over Lava 

Big Break 

STATUS 

HP 682 
POW 70 
DEF 40 
INT 67 
MND 40 
AG) 62 
EXP 180 
LV 225 
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Lichs spinning scythe hits any¬ 

one who approaches the beast. 

Stay back and attack Lich from a 

distance. Use the bow if your 

character has strong physical 

attributes. Employ the Wisp 

spell and a Bash-trait weapon if 

your character is more of a 

magic specialist. 

When, the hero and heroine arrive at the steps of Ruined Passage on their way 

to Dime Tower, Goremand appears before them and explains that they must 

conquer Sealed Isle before they can advance. The adventuring pair returns to 

c^iirb nf Tshe. rhen flies to Sealed Cave.There thev take on a new 

ANGEL GRAIL 

the build- Ruined Passage has moving parts. As the hero and heroine explore 

ing, they manipulate switches that adjust the height of the floor and give the 

adventurers access to new portions of the passage. I he pair s hard work pays 

off when they reach the entrance to Dime Tower— the next step in their jour¬ 

ney is to find Julius, 

The adventure comes to a close in the Mana Sanctuary and the Temple. After 

navigating the sanctuary maze, taking on countless wandering monsters and 

a dragon, the adventurers enter the temple, where they finally catch up to 

Julius. A long exchange between the hero, heroine, Julius and the adventur¬ 

ing pair's surviving partners clears up all of the story s loose ends and reveals 

the truth about the heroine's heritage. At long last, a battle between the 

adventurers and Julius decides the fate of the world. 

KAISER MIMIC 

SHADOW ZED Day/Night 

Chapter 9 
Lines have been drawn. The true villains have shown themselves. The hero and 

heroine make a final effort to stop the rise of Julius. 

The .Hero and Heroine's ■ 

Sealed Cave 

Monster List 

STATUS 
HP 707 
POW 71 
DEF 45 
INT 76 
MND 54, 
AGI 53 
EXP 200 
IV 270 

1 rtfifiJHMG j IVJM®’!* 
I qTOjir 

1 II RfTlhJIp 



El BUCK BOME | 

Switch Seals 

Five switches control the 

five seals of Sealed Cave, 

Hit each of the switches 

that are marked on the 

map (in any order), then 

proceed to the northeast 

corner of the cave to take 

on the grave keeper of 

darkness, Lich. 

Like Oil and Water. 

HHahgel grail 

ea ChOCOLUMP 

Light and dark magic don't mix, but both 

are necessary to break the seal that blocks 

Ruined Passage. When you reach the 

entrance with a Shade spirit in tow, the 

Shade and the Wisp will join forces and 

open the door. 

GLASS DESERT (NORTH) Page 83 
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Marshall will decode a 

message that will clue 

you in to hitting the 

rooms sunken eye three 

times. After the third 

hit, the eye will glow, a 

red light will illuminate 

and the rooms side exits 

will unlock* 

An object that looks like a sunken Eye Spy sits in Dime 

Towers basement, surrounded by spikes* When you 

interact with the object, it will come to life and power up 

warbot Marshall* Walk south to meet the machine. 
Doy/Nighf 

MACHINE GOLEM 

STAINED SWORD 

Triple Tap 

Monster List 

Power On, Warbot 

Elevation Adjustments 

By checking the switches in Ruined 

Passage, you 11 see that they have 

Land, Sea and Sky settings, which 

refer to the elevation of the floor sec¬ 

tions that they control. Consult the 

table to the right, match the switches 

to the letters and set the switches to 

the corresponding levels. Your actions 

will open the Dime Tower path* 

□ LAND 

eii SKY 

□ SEA 

0 LAND 

0 SfA 

n LAND 

Point of No Return 

Once you make your way to 

Dime Tower, there will be no 

turning back. Collect the loose 

items around the tower 

entrance and move on. When 

you arrive at the tower, you'll 

find a Mana Statue where you 

can replenish your HP and MP. 

dime tower Page 101 

LAND 

BEHOLDER Day 

DULLAHAN Might 

HELLHOUND Night 

SPRINGBALL Dcy 

VIPER Day 

WIZARD EYE Day/Nighl 

WOLFIEND Night 

ROUND SEED 

CHOCOLUMP 

MAGIC WALNUT 

cove 

CHOCOLUMP Mana Message 

Once Marshall the warbot is with 

you, you'll be able to decipher the 

cryptic writing on the rooms plaque* 

Its a clue about the Mana-related 

function of Dime Tower. 

One, Three, Five 

You'll have to move in and out of the 

room a few times to solve the puzzle 

of the three eyelike statues* Hit the 

southeast statue once, the central 

statue three times, and the south-cen¬ 

tral statue five times to make the 

north door open. 

Page 02 MAMA STATUE 



Two Meraballs sit on the silvery 

surface of the sixth floors center. 

By breaking them, you'll gain 

access to the next floor* Hit the left 

one with your mace and the right 

one with an arrow or your flail. 

A group of Ghostums populates the center section 

of the eleventh floor* You must defeat them to com- 

plete the puzzle of the last three floors* Hit them 

with Wisp magic or with Marshall s laser* 

% MANA STATUE 

To open the door that leads to the 

next floor, you must hit the 

switches in the order shown on 

the map* Run from the enemies if 

they gang up on you* 
MAN A STATUE 

Three eyelike statues act as triggers for 

the door on the eleventh floor. Hit the 

statues in the order shown on the map* 

The yellow floor panels on the 

ninth floor contribute to unlock¬ 

ing a door on the eleventh floor. 

Touch each of them once before 

you advance to the next area* 

While the monsters take their best 

shots at you, switch to the flail 

then use it to fly over to the fifth 

floor's southwest corner. From 

there, you 1! be able to fight the 

beasts safely. 

FORSEHA IRON 

The clue on the tower s eighth floor will tell you 

to hit the floor s eyelike statues three times each. 

After you’ve tapped and illuminated the statues, 

walk onto the yellow floor panel in the southeast 

corner to make the northern section fall away* 

GRANZ STEEL 

After you touch floor panels at the 

top of either of the stairs in the 

fourth-floor room, the northern 

half of the room will break away* If 

you want to collect the contents of 

both treasure chests, climb the 

western stairs. 

SULTAN SILK 

Long-Distance Breakup 

Get the Ghostums 

Switch Around LfUVW/JfEGT, 

Once Around 

Flail Wildly 

Fallaway Floor 

Breakdown 

i 
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STATUS 

Floor Quake 

The two panels near the east and west walls of the twelfth 

floor will illuminate after you touch them. Once both panels 

are lit, walk to the center of the room. The tower will shake, 

the floor will fall away and the northern door will open. 

Boss: Golem 

MANA STATUE 

H ALTEHA ALLOY 

You can't damage machine-statue 

Golem when its moving. Wait for 

it to stop and glow white before 

you attack. If your character is 

physically adept, hit the creature 

with Bash- or Jab-trait weapons. 

If your character is magically 

inclined use Wisp magic with a 

Bash-trait weapon equipped. 

Dark Treasure Passage 

The path to the treasure chest that con¬ 

tains Altena Alloy is cloaked in darkness. 

Walk to the area pictured to the right, 

then jump south into the hidden path. 

The path doglegs to the southwest corner. 

MANA SANCTUARY Page 105 

Mana Sanctuary is a maze of woods 

and rock formations. You can leave 

one place, turn around and end up in 

a different place. Follow the clockwise 

route through the woods as shown by 

the solid-line map connections. 

MANA STATUE 

DIME TOWER Page 104 

Sanctuary Stroll 

Monster List 
Nome _Found 

3 m ct 

ACHE CONE Night 

BONNV MEAN GO Day/Night 

EARTH BASILISK Day/Might 

PETIT POSEIDON Dcy/Nighl 

POLTER BOX Day 

WOODING Night 

Prepare for Battle 

As soon as you enter Mana Sanctuary, you'll find 

an MP- and HP-replenishing Mana Statue and a 

place where you can create a hot house. Use the 

hot house to forge and temper your weapons for 

the battle ahead. 



SMALL SEED 

PECAN STONE 

OBLONG SEED 

SPINY SEED 

Forbidden Treasures 

You won't be able to grab the treasure 5BH_..... 
chests on the other side of the wall on 

your first visit to the sanctuary. You'll 

have to wait to grab them until you 
Tp-|ij ^ it 

exit the temple. k:-‘ 

1 GUM Ml FROG 

ANGEL GRAIL 

m j LIGHT COIN 

e 

LONG SEED 

Night Moves 

Boss: Demagon 

Julius's shadow will sic Demagon on you in the heart of Mana Sanctuary. The creature 

is a huge dragon that you'll never see all at once. If your character is best at physical 

STATUS 

MARBLE 

m CROOKED SEED 

MANA TEMPLE Page 108 

ASH WOOD 

The creatures on the path to the 

temple are very powerful. Arrange 

for a nighttime trip through the 

area. Some of the creatures will be 

asleep, allowing you to walk past 

them or catch them off guard. 

(0-/ 77\ 



MAN A SANCTUARY 

;~::r 

The temples southeast exit leads to the 

northeast section of Mana Sanctuary, 

Go there to collect the contents of treas¬ 

ure chests that you weren't able to reach 

during your first visit to the gardens. 

jjjfaM—WB 

SMALL SEED 

ANGEL GRAIL 

mBBo 
- uuuuuw 

Monster List 

_ Name Found 

Backdoor to the Sanctuary 

108 

^ ANGEL GRAIL 

LIGHT COIN 

GU MM I FROG 

i ACHE CONE Night 

BONNY MATANGO Night 

EARTH BASILISK Day 

MEAN MASK Night 

MOLDY GOO Day 

PETIT POSEIDON Day 

SHAMANI0N Day 

TURTLE SHELLY Day 

WORMWOOD Night 

P DAN STONE 



STATUS 

HP 500/700/1,500 

PGW B0/85/90 

DEF 60/65/70 

INT 00/85/90 

MND 60/65/70 

AG! 65/65/70 

EXP 200/250/— 

LV — 

Boss: Julius 

Three versions of Julius appear, one 

after the other. The first one summons 

other creatures. Battle the beasts if they 

get close, but focus on Julius. The sec¬ 

ond Julius uses decoys. Wait for them to 

disappear, then strike the real fiend. The 

third time Julius appears, lied! change 

magical affiliations on the fly. Try differ¬ 

ent attacks after every color change. 

Julius's first incarnation often surrounds 
himself with a magical shield Keep an eye 
on him, but don't attack—he's invincible 
when the shield is up. 

After Julius's second-version decoys disap¬ 
pear, he'll send out strong magic. Steer 
clear and strike the magician with physical 
attacks or Undine magic. 

The third version of Julius can poison you 
with his magic blasts. Run around the edge 
of the screen to avoid them. 

When Julius is static in the center of the 
screen, he's at his most vulnerable. Hit him 
with repeated physical and magical attacks. 

^ n 



Orchard Harvest 
By collecting seeds and giving seed pairs to Trent in the hot houses orchard, 
you can grow item-tempering fruits and veggies. 

Dwarves temper your armor with fruit and your weapons with 

veggies. Every time they temper an item, it advances by one point in 

one of four categories as shown in the first two tables below. The 

remaining tables show which fruits and veggies spring from seed 

combinations on particular days of the week. For example, on Luna 

day, two Round seeds fuse to grow Bellgrapes* On Salamander day, 

the same seeds produce Lilipods. 

ARMOR 

FRUIT TYPE SLASH DIF. BASH DEL JAB DEL ELI DEF, 

BELLGRAPES A 

DKEBERRY i 

PEACH PUPPY A 

APPLESOCKS A 

G RAN Gf'OPUS A i 

CITRISQUID A A 

SPRINGS NANA A A 

MANGOLEPHANT A A 

ROCKET PAPAYA A A 

10QUAT-SH0ES A A 

BOARMELON RANDOM ; 

PINO O'CLOCK A A A 

RHINOLOUPE A A i 
KITTYPIE A A A 

CHERRY BOMBS A i k 
FISHY FRUIT k k k A 

WEAPONS 

VEGGIE TYPE POWER l DODGE HIT FLE POWER 

LILIPODS A 

MASKED POTATO A 

SPINY CARROT A 

HONEY ONION A 
CORNFLOWER A k 
DOLPHIN SQUASH A A 

CAB BADILLO i A 

CQNCHURNIP A k 
NEEOLETTUCE k k 
WHALAMO k A 

ORCAPLANT 1 RANDOM 

MUSH dN-A-BOX k A A 

BUMPKIN A k A 

GRALI CROWN A A k 
HEART MIIIT k i i 
SPADE BASH A k k A 

MANA HOLIDAY 

SEED TYPE ROUND SEED SMALL SEED OBLONG SEED LONG SEED CROOKED SEED FLAT SEED BIG SEED SPINY SEED 

ROUND SEED LI LI PODS LI 11 PODS MASKED POTATO SPINY CARROT LIU PODS MASKED POTATO SPINY CARROT BUMPKIN 

SMALL SEED LILIPODS LI LI PODS APPLESOCKS ORANGE'OPUS CITR1SQUID APPLESOCKS ORANGE'OPUS OTRI SQUID 

OBLONG SEED MASKED POTATO APPLESOCKS U LI PODS CABBADILLO CONCHURNIP NEEDLETTUCE CABBADILLO CONCHURNIP 

LONG SEED SPINY CARROT ORANGE'OPUS CABBADILLO LIU PODS BELLGRAPES PEACH PUPPY RHINOLOUPE SPRINGAHANA 

CROOKED SEED LI LI PODS CITRISQUID CQNCHURNIP BELLGRAPES LILIPODS MASKED POTATO HONEY ONION DOLPHIN SQUASH 

FLAT SEED MASKED POTATO APPLESOCKS NEED LETTUCE PEACH PUPPY MASKED POTATO LILIPODS MANGOLEPHANT ROCKET PAPAYA 

BIG SEED SPINY CARROT ORANGE'OPUS CABBADILLO RHINOLOUPE HONEY ONION MANGOLEPHANT LILIPODS BELLGRAPES 

SPINY SEED BUMPKIN CITRISQUID CONCHURNIP SPRINGAHANA DOLPHIN SQUASH ROCKET PAPAYA BELLGRAPES LILIPODS 

LUNA DAY 

SEED TYPE ROUND SEED SMALL SEED QBI.ONG SEED LONG SEED CROOKED SEED FIAT SEED big SEED SPINY SEED 

ROUND SEED BELLGRAPES BELLGRAPES iDICEBERRY PEACH PUPPY BELLGRAPES DKEBERRY PEACH PUPPY BELLGRAPES  

SMALL SEED BELLGRAPES BELLGRAPES APPLESOCKS ORANGE'OPUS CITRISQUID APPLESOCKS ORANGE'OPUS CITRISQUID 

OBLONG SEED DKEBERRY APPLESOCKS Dltti ERRY SPRINGAHANA PINO O'CLOCK ROCKET PAPAYA SPRIHGANANA MANGOLEPHANT 

LONG SEED PEACH PUPPY ORANGE'OPUS SPRIHGANANA BELLGRAPES BELLGRAPES PEACH PUPPY ORANGE'OPUS SPRIHGANANA 

CROOKED SEED BELLGRAPES CHRIS QUID PINO O'CLOCK BELLGRAPES BELLGRAPES DKEBERRY APPLESOCKS CITRISQUID , 

FLAT SEED DKEBERRY APPLESOCKS ROCKET PAPAYA PEACH PUPPY DKEBERRY BELLGRAPES MANGOLEPHANT ROCKET PAPAYA 

BEG SEED PEACH PUPPY ORANGE'OPUS SPRINGAHANA ORANGE'OPUS APPLESOCKS MANGOLEPHANT BELLGRAPES KITTYPIE 1 

SPINY SEED BELLGRAPES CITRISQUID MANGOLEPHANT SPRIHGANANA CITRISQUID ROCKET PAPAYA KITTYPIE BELLGRAPES 

0 SALAMANDER DAY 

SEED TYPE ROUND SEED SMALL SEED OBLONG SEED LONG SEED CROOKED SEED FLAT SEED BIG SEED SPINY SEED 
ROUND SEED LILIPODS LILIPODS MASKED POTATO SPINY CARROT LILIPODS MASKED POTATO ORCAPLANT LILIPODS 
SMALL SEED LILIPODS LILIPODS HONEY ONION CORNFLOWER DOLPHIN SQUASH HONEY ONION CORNFLOWER DOLPHIN SQUASH 
OB LONG SEED MASKED POTATO HONEY ONION LILIPODS CABBADILLO CONCHURNIP NEEDLETTHCE CABBADILLO CONCHURNIP 
LONG SEED SPINY CARROT CORNFLOWER CABBADILLO LILIPODS LILIPODS GRALKRDWN CORNFLOWER CABBADILLO 
CROOKED SEED LILIPODS DOLPHIN SQUASH CONCHURNIP LILIPODS LILIPODS MASKED POTATO HONEY ONION DOLPHIN SQUASH 
FLAT SEED MASKED POTATO HONEY ONION NEEDLETTUCE GRALI CROWN MASKED POTATO LILIPODS CONCHURNIP NEEDLETTUCE 
BIG SEED ORCAPLANT CORNFLOWER CABBADILLO CORNFLOWER HONEY ONION CONCHURNIP LILIPODS SPINY CARROT 
SPINY SEED LILIPODS DOLPHIN SQUASH CONCHURNIP CABBADILLO DOLPHIN SQUASH NEEDLETTUCE SPINY CARROT LILIPODS 

m UNDINE DAY 

SEED TYPE ROUND SEED SMALL SEED OBLONG SEED LONG SEED CROOKED SEED FLAT SEED BIG SEED SPINY SEED 
ROUND SEED BELLGRAPES BELLGRAPES DKEBERRY PEACH PUPPY BELLGRAPES DKEBERRY PEACH PUPPY BELLGRAPES 
SMALL SEED BELLGRAPES BELLGRAPES APPLESOCKS LOQUAT-SHOES CITRISQUID APPLESOCKS ORANGE'OPUS CITRISQUID 
DDLONG SEED DKEBERRY APPLESOCKS BELLGRAPES SPRIHGANANA MANGOLEPHANT ROCKET PAPAYA SPRINGAHANA MANGOLEPHANT 
LONG SEED PEACH PUPPY LOQUAT-SHOES SPRINGAHANA BELLGRAPES BELLGRAPES PEACH PUPPY ORANGE'OPUS SPRIHGANANA 
CROOKED SEED BELLGRAPES CITRISQUID MANGOLEPHANT BELLGRAPES BELLGRAPES DKEBERRY CHERRY BOMBS CITRISQUID 
ELAT SEED DKEBERRY APPLESOCKS ROCKET PAPAYA PEACH PUPPY DICESERRY BELLGRAPES MANGOLEPHANT ROCKET PAPAYA 
BIG SEED PEACH PUPPY ORANGE'OPUS SPRINGAHANA ORANGE'OPUS CHERRY BOMBS MANGOLEPHANT BELLGRAPES BELLGRAPES 
SPINY SEED BELLGRAPES CITRISQUID MANGOLEPHANT SPRIHGANANA CITRISQUID ROCKET PAPAYA BELLGRAPES BELLGRAPES 

m DRYAD DAY 

| SEED TYPE ROUND SEED SMALL SEED OBLONG SEED LONG SEED CROOKED SEED FLAT SEED BEG SEED SPINY SEED 
ROUND SEED LILIPODS LILIPODS MUSH IK A BOX SPINY CARROT LILIPODS MASKED POTATO SPINY CARROT LILIPODS 
SMALL SEED LILIPODS LILIPODS HONEY DNION CORNFLOWER' SPADE BASIL HONEY ONION CORNFLOWER DOLPHIN SQUASH 
OBLONG SEED MUSH-INABOX HONEY ONION LILIPODS CABBADILLO CONCHURNIP NEEDLETTUCE CABBADILLO CONCHURNIP 
LONG SEED SPINY CARROT CORNFLOWER CABBADILLO LILIPODS LILIPODS SPINY CARROT CORNFLOWER CABBADILLO 
CROOKED SEED LILIPODS SPADE BASIL CONCHURNIP LILIPODS LILIPODS MASKED POTATO HONEY ONION DOLPHIN SOUASH 
FLAY SEED MASKED POTATO HONEY ONION NEEDLETTUCE SPINY CARROT MASKED POTATO LILIPODS CONCHURNIP NEEDLETTUCE 
BIG SEED SPINY CARROT CORNFLOWER CABBADILLO CORNFLOWER HONEY ONION CONCHURNIP LILIPODS SPINY CARROT 
SPINY SEED LILIPODS 'dolphin squash CONCHURNIP CABBADILLO DOLPHIN SQUASH NEEDLETTUCE SPINY CARROT LILIPODS 

y jlNN DAY 

SEED TYPE ROUND SEED SMALL SEED OBLONG SEED LONG SEED CROOKED SEED FLAT SEED BIG SEED SPINY SEED 
ROUND SEED BELLGRAPES BELLGRAPES DICEBERRY BOARMEON BELLGRAPES DKEBERRY PEACH PUPPY BELLGRAPES 
SMALL SEED BELLGRAPES BELLGRAPES APPLESOCKS ORANGE'OPUS CITRISQUID APPLESOCKS ORANGE'OPUS CITRISQUID 
OBLONG SEED DICEBERRY APPLESOCKS BELLGRAPES SPRIHGANANA MANGOLEPHANT ROCKET PAPAYA SPRIHGANANA MANGOLEPHANT 
LONG SEED BOARMELOM ORANGE'OPUS SPRINGAHANA BELLGRAPES BELLGRAPES PFACH PUPPY ORANGE'OPUS SPRIHGANANA 
CROOKED SEED BELLGRAPES CITRISQUID MANGOLEPHANT BELLGRAPES BELLGRAPES DKEBERRY APPLESOCKS CITRISQUID 
ELAT SEED DKEBERRY APPLESOCKS ROCKET PAPAYA PEACH PUPPY DKEBERRY BELLGRAPES MANGOLEPHANT FISHY FRUIT 
BIG SEED PEACH PUPPY ORANGE'OPUS SPRIHGANANA ORANGE'OPUS APPLESOCKS MANGOLEPHANT BELLGRAPES BELLGRAPES 
SPINY SEED BELLGRAPES CITRISQUID MANGOLEPHANT SPRIHGANANA CITRISQUID FISHY FRUIT BELLGRAPES BELLGRAPES 

a GNOME DAY 1 

SEED TYPE ROUND SEED SMALL SEED OBLONG SEED LONG SEED (ROOKED SEED FLAT SEED BIG SEED SPINY SEED 
ROUND SEED LILIPODS LILIPODS MASKED POTATO SPINY CARROT LILIPODS MASKED POTATO SPINY CARROT LILIPODS 
SMALL SEED till PODS LILIPODS HONEY ONION CORNFLOWER DOLPHIN SQUASH HONEY ONION CORNFLOWER HEART MINT 
OBLONG SEED MASKED POTATO HOMEY ONION LILIPODS CABBADILLO CONCHURNIP WHALAMATO CABBADILLO CONCHURNIP 
long seed SPINY CARROT CORNFLOWER CABBADILLO LILIPODS LILIPODS SPINY CARROT CORNFLOWER CABBADILLO 
CROOKED SEED LILIPODS DOLPHIN SQUASH CONCHURNIP LILIPODS LILIPODS MASKED POTATO HONEY ONION DOLPHIN SQUASH 
M SEED MASKED POTATO HONEY ONION WHALAMO SPINY CARROT MASKED POTATO LILIPODS CONCHURNIP NEEDLETTUCE 
BIG SEED SPINY CARROT CORNFLOWER CABBADILLO CORNFLOWER HONEY ONION CONCHURNIP LILIPODS SPINY CARROT 
SPINY SEED LILIPODS HEART MINT CONCHURNIP CABBADILLO DOLPHIN SQUASH NEEDLETTUCE SPINY CARROT LILIPODS 

yr\ 



Working with Weapons 
After Watts takes refuge in the hot house, he’ll offer to forge your weapons 

and armor with raw materials to make new pieces. 

Watts knows weapons and. armor. Alter giving him raw materials, a selected piece from 

your arsenal and a good amount of cash, you'll walk away with a more powerful item. 

Some forged armor blocks certain effects, while forged weapons create effects. 

iflster 

^CocdiNh Wood 

Y Baohali Bow 

Wood 
^Charcoal 

Wood 
Wood 

[s] = SLASH DEF. [I] = ELE DEF. 

[b] = BASH DEF. |Tj = LIMIT 

[7| - JAB DEF. 

|§! SANDALS 
RAW MATERIA IS EX EFFECT ElE S B J E L PRICE RAW MATERIALS EX EFFECT ELE S 5 T I L PRICE RAW MATERIALS EFFECT ElE 5 D j E J. PRICE 

ELEPHANT TUSK NoPower Jk ~aT T T T T To’ 400 ANIMAL ROME NaSleep ~w T T J T~ "as 50 TOPPLE COTTON NDS|)t£(t J> m T 1 J T IF 80 
FOSSIL — a 10 10 10 5 15 1,500 BLACK BONE — © 25 25 7 7 1,500 SULTAN SILK WoPoisan j ] 1 l 10 200 
MEMOS BRONZE — — 

7 
j 7 7 7 50 MEMOS BRONZE — — 2 3 

7 
0 5 50 jadd m?\> NoWimp 5 4 j 10 700 

FORSEMA IRON - — 2 4 2 0 5 IDO FORSENA IRON — 5 5 8 0 100 ALIENA FELT NoC&nfusc ALL 30 10 10 10 7 ID, 000 
GRANZ STEEL — — 4 4 a 0 5| 300 GRANZ STEEL — — 15 8 a 0 5 300 OAK WOOD _. © 0 0 1 0 5 50 
LORI MAR IRON — — i 12 8 a 0 SJ 600 LORI MAR IRON — — 10 20 10 0 5 600 HOLLYWOOD — © 1 1 1 3 5 100 
ALTEIIA ALLOY — 12 16 12 T 900 AIIENA ALLOY — — 13 13 25 900 BAOBAB WOOD — & 2 1 2 5 5 300 
MAIA LEAD — — 16 16 20 0 7 1,000 MAIA lead — 30 7 20 7 

_ 
J 1,000 CHARCOAL $> 7 4 7 7 5 600 

MYTH RIL SILVER NoSilenco ALL a -L a 15 7 2,000 MYTHS IL SILVER NuSilence ALL 15 15 20 10 2,ODD ASH WOOD — U 5 5 5 9 J 900 
OKFCHALCUM — & 23 23 23 5 5 5,000 QRICHALCUM a ■ID 40 40 5 5 5,000 DION WOOD © 7 5 5 11 5 1,000 
FISH SOLE — e 3 3 3 3 10 200 FISH SCALE — IB | 6 6 6 15 200 MISTLETOE WOOD — © 8 0 9 13 5 2,000 
LIZARD SCALE NoBewfth J 4 9 9 10 700 SHARE SCALE — ® 35 7 15 ■ 10 700 FOSSIL WOOD No Dark 7. 9 9 9 15 5 5,000 
DRAGON SCALE M of ire Man 20 20 20 7 FT 5,000 DRAGON SCALE Na FireMan & 7 35 35 25 5 5,000 ANIMAL HIDE ' — [T J 7 0 5 400 
ME AEROLITE — 25 25 JL 25 7 8,000 HAL AEROLITE — & 45 45: 7 7 5 8,000 GATOR SKIN HoSnow — i HT a 0 1,500 
MARBLE NoHumb u 2 2 7 2 20 80 OBSIDIAN No hc-dr rnql n a 10 ID 10 10 i5 400 CENTAUR HIDE NaPelrify n fTT n 0 5 5,0D0 
CRYSTAL NoChorm ALL 10 10 10 10 20 10,000 CRYSTAL NaCliorm ALL 30 30 30j 30 20 ' 10,000 PEGASUS HIDE - "y" 13 13 13 13 5 0,000 

RAW MATERIALS EFFECT ELE 5 B J E L PRICE 

ANIMAL BONE He Sleep 7 T T 0 10 80^ 
ELEPHANT TUSK NoPower ■i & 7 4 3 1 10 400 
MEMOS BRONZE — — 0 0 ! } 0 5 50 

FORSENA IRON — — 2 J 1 0 J 100 
GRANZ STEEL — 3 1 2 0 5 300 
LORI MAR IRON — 4 4 6 0 5 600 
ALTENA ALLOY — — 6 7 4 0 S 900 
MAIA LEAD — — 6 10 J D 5 1,000 

MYTHRIL SILVER LioSilcncc ALL 7 J 7 7 5 2,000 

URICHALOJM — & nT 13 13 2 7 5,000 
LIZARD SCALE NoBcwikh m \T 2 2 2 10 200 

SNAKE SCALE — 5 4 4 10 700 

DRAGON SCALE Nc-Fire/Aun & n 11 11 IF 5 5,000 

ANKH AEROLITE 15 15 iS 7 7 8,000 

PEDAN BOOTS NoWimp m 6 l 7 6 6 7 1,500 
CRYSTAL ifnClicrm ALL 10 10 10 10 10 10,000 

ex_ _ _ 
el($? 4 M 
m 

J * i'J 
fj n 

Li! hi # yii 

IJS hi 4 vii 

l£l is 4 is 

S£hat IIrobe s MGLOVES 
RAW MATERIALS EX EFFECT ELE p D H 1 L PRICE RAW MATERIALS EX EFFECT ELE 5 8 1 l L PRICE RAW MATERIALS IX EFFECT ELE S B i E L PRICE 

TOPPLE COTTON NaSpeed 1 & T T T T 7 50 TOPPLE COTTON fioSpecd >1 y 2 3 2 2 25 ao DAK WOOD — @ D 0 0 1 T 50 
SULTAN SILK NoPoison & 2 2 j E 7 2DD | SULTAN SILK NoPaisjon 4 4 4 2 10 200 BAOBAB WOOD a 3 3 3 5 5 300 
JADD HEMP NoWimp m 8 B a 7 7 700 JADD HEMP NoWimp m 9 9 9 2 10 700 dim wood — © B a 1 5 5 1,000 
ALTERA FELT NoCortFuse ALL 10 10 ID 10 2D ID,000 i ALIENA FELT NoConf<M ALL 30 30 30 30 20 10,C 00 ANIMAL HIDE _ 0 l 1 0 10 50 
OAK WOOD — 50? 1 0 0 2 5 50 OAK WOOD 2 ' 4 5 50 GATOR SKIN NtfSnow — 3 4 4 0 5 400 
HOLLYWOOD — @1 1 1 2 4 5 100 HOLLYWOOD — © 3 2 2 8 5 100 CENTAUR HIDE NoPelrify 9 9 9 JJ 5 1,500 
BAOBAB WOOD — a 3 5 3 B 5 300 BAOBAB WOOD — a 3 3 6 10 5 300 MENDS BRONZE —* — 1 2 2 0 5 100 
CHARCOAL — & 7 5 5 5 600 CHARCOAL — 5 10 5 12 5 600 LORIMAR IRON — — 4 * 5 5 0 5 600 
ASH WOOD — u 7 7 10 12 5 900 ASH WOOD — y 14 1 1 15 5 900 ALTENA ALLOY — 7 4 7 D 5 900 
DIOR WOOD — © 10 13 10 15 5 1,000 DIG N WOOD — 9 9 ia 20 5 1,000 MYTHRIL SILVER NnSiltncft ALL 2 " 1 0 5 2,000 
MISTLETOE WOOD — © 16 13 13 17 5 2,000 MISTLETOE WOOD — 12 23^ 12 25 5 2,000 QRICHALCUM — 7 12 u 2 7 5,000 
FOSSIL WOOD NoDark n 18 7 7 S 5,000 FOSSIL WOOD NoDork 25 7 25 30 5 5,000 LIZARD scale NoBewitdi m 2 2 3 1 10 200 
ANIMAL HIDE — b 6 7 0 5 400 ANIMAL HIDE — 8 a 8 0 7 400 SNAKE SCALE — m 5 6 5 I 10 700 
GATOR SKIN NoSrww 10 10 JO^ 0 5 1,500 GATOR SKIN NoSnow _ 15 IS 15 0 5 1,500 DRAGON SCALE NoFireMoii 7 10 10 6 5 5,000 
CENTAUR HIDE NoPefrify 23 23 23 7 • 5,000 CENTAUR HIDE NoPelrify — 30 30 30 s 5,000 VINEK AEROLITE —. 7 T 14 M J S,000 
PEGASUS HIDE — u 25 25 25 25 5 8,000 PEGASUS HIDE - ' U 40 40 40 40 10, 8,000 CRYSTAL NoChnrm All, 13: IQ 10 10 10 30,000 

ggSWORD |E|j FLAIL |jgj LANCE 
RAW MATERIALS EX EFFECT ELE P D H E L PRICE RAW MATERIALS EX EFFECT ELE P D H E L PRICE RAW MATERIALS EX EFFECT ELE P D H E L PRICE 

ANIMAL BONE — © 1 1 1 1 30 SO FOSSIL PelriFy 33 20 0 20 15 1,500 , OAK WOOD — — 4 0 0 0 15 50 

FOSSIL PftlriFy a 45 0 0 20 20 1,500 MENDS BRONZE — — 3 0 1 0 10 50 BAOBAB WOOD a 20 0 0 20 IS 300 

MENDS BRONZE — — 2 2 2 0 15 5D FORSENA IRON — — 7 0 3 0 10 100 ! DION WOOD — © 45 0 0 30 15 1,000 

FORSENA IRON — — S B a 0 15 100 GRANZ STEEL — — 12 0 5 0 10 300 FOSSIL WOOD 55 Q 0 35 25 5,000 

GRANZ STEEL — 17 17 17 0 15 300 LORIMAR IRON — — 22 0 ID 0 10 600 ANIMAL HIDE Cunfosion w l| i 1 1 30 50 

LORIMAR IRON — 25 25 25 0 15 600 ALIENA ALLOY —- — 33 0 15 0 10 900 GATOR SKIN — a 25 10 0 15 20 400 

ALTENA ALLOY — 35 35 35 0 15 900 MAIA LEAD — — 40 0 0 0 10 1,000 CENTAUR HIDE — — 35 15 15 0 20 700 

MAIA LEAD 50 0 0 0 15 1,000 MYTHRIL SILVEH Silence ALL 30 30 30 3D 25 2,000 PEGASUS HIDE Numb 60 20 20 0 20 5,000 

MYTHRIL SILVER Silence ALL 40 40 40 10 30 2,000 QRICHALCUM Ctiorm — 45 25 25 0 25 5,000 ’ ELEPHANT TUSK — & 15 5 0 15 20 200 

ORICHALCOM Charm — 50 50 50 D 40 5,000 FISH SCALE SncwMon a 1 1 1 1 25 50 FORSENA IRON — — 10 0 10 0 15 100 

LIZARD SCALE — 12 0 0 B 20 200 ! LIZARD SCALE — 10 0 0 5 15 200 LORIMAR IRON — — 30 0 3D 0 15 600 ! 

SNAKE SCALE Poison © 30 0 0 IS 20 700 SNAKE SCALE Poison a 30 0 0 b 15 700 ALTENA ALLOY — 71 40 0 40 0 15 900 

DRAGON SCALE Fire Man & 65 0 0 25 25 5,000 DRAGON SCALE FireMcn & 55 0 0 20 20 5,000 MYTHRIL SILVER Silence ALL 45 45 45 45 25 2,000 

HAL AEROLITE Darkness 75 75 75 45 20 5,000 JAKE AEROLITE DarkneH 55 55 55 35 20 8,000 JAKE AEROLITE Darkness a 65 65 65 50 20 a,000 

OBSIDIAN — a 20 D 0 10 20 400 OBSIDIAN — a 15 0 15 10 15 400 PEQAN STONE — m 50 20 0 20 20 1,500 

CRYSTAL — ALL 70 70 70 50 30 10,000 CRYSTAL — ALL 50 50 50 40 30 10,000 CRYSTAL — ALL 60 60 60 55 30 10,000 

M STAFF M SICKLE KJaxe 

RAW MATERIALS EX EFFECT ELE P D H E i PRICE RAW MATERIALS EX EFFECT ELE P D H E L PRICE RAW MATERIALS EX EFFECT Eli P D H E L PRICE 

OAK WOOD — — 2 0 0 0 10 so ELEPHANT TUSK — & 6 u 0 5 15 200 MENDS BRONZE 7 — ~Y T T 7 
50 

HOLLYWOOD © 5 0 0 10 10 100 BUCK BONE Wimp 23 [1 0 15 15 700 FORSENA IRON 7 — 
7 0 0 0 7J 100 

BAOBAB WOOD — 8 0 0 20 10 300 MENDS BRONZE — 2 0 0 0 10 50 GRANZ STEEL — — 30 0 0 15 BOD 

CHARCOAL — & 13 0 0 30 ID 600 FORSENA IRON — 4 0 0 0 10 100 LORIMAR IRON 7 — 40 0 0 0 Ul 600 

ASH WOOD u ia D 0 40 ID 900 GRANZ STEEL — — 8 0 n 0 10 300 ALTENA ALLOY — 5D 0 0 0 7 900 

CION WOOD — © 23 0 0 4S 10 1,000 LORIMAR IRON — 18 0 0 0 10 600 MAIA LEAD 7 — 60 0 0 0 2H 1,000 

MISTLETOE WOOD Sloop © 20 nr 0 60 20 2,000 ALTENA ALLOY — 2a 0 0 0 10 900 MYTHRIL SILYER Silence ALL 7 7 7 7 J0! 2,000 

FOSSIL WOOD 30 0 rr 65 20 5,000 MAIA LEAD — 35 0 0 0 10 1,000 QRICHALCUM Charm — 75 0 0 0 30 5,000 

ANIMAL BONE — © 1 d 0 3 20 50 MYTHRIL SILVER Silence ALL 25 25 25 25 25 2,000 LIZARD SCALE 1 — IS 0 0 7 20 20D 

ELEPHANT TUSK „ & ID 0 0 25 15 400 QRICHALCUM Charm 45 r¥ iF 0 25 5,000 SNAKE SCALE Poison a 7 0 0 7 20 700 

BLACK BONE Wimp *3f 25 0 0 50 15 1,500 FISH SCALE SnawMcn a 1 T1 i s 20 50 DRAGON SCALE FireMan 7 0 7 7 25 5,000 

DRAGON SCALE FireM n n & 35 0 0 55 20 5,000 DRAGON SCALE FireMan & 40 0 0 30 20 5,000 VINEK AEROLITE Darkness B5 7 35 45 7 6.0Q0 

ANKH AEROLITE Darkness 40 40 40 70 20 8,000 HAL AEROLITE Cork new * 50 lio 50 30 20 a,ooo MARBLE 7 u 5 0 0 5 45 50 

MARBLE U 5 0 0 15 15 200 OBSIDIAN — €k 12 0 J] ill 15 400 OBSIDIAN 7 a 25 0 0 10 20 400 

PEDAH STONE — &F 15 D 0 35 15 700 PEDAN STONE — e 30 0 0 IF! 15 1,500 ' PEDAN STOWE w1 45 0 0 20 20 1,500 

CRYSTAL — ALL 35 35 35 70 30 10,000 CRYSTAL — ALL 45 s 45 35 1? 10,000 CRYSTAL ALL SO ao 80 50 30 10,000 

gmKNUCKS '&! BOW SEma.ce 

RAW MATERIALS EX EFFECT ELE P D H E L PRICE RAW MATERIALS EX EFFECT ELE P D H E L FRia RAW MATERIALS EX EFFECT ELE P D H E L PRICE 

CHARCOAL — & a 30 0 5 10 300 OAK WOOD — J 7 7 T J5J 50 ANIMAL BONE 7 © 7 7 0 5 7 50 

ASH WOOD — y 17 50 0 15 10 900 HOLLY WOOD — a 3 0 7 10 
7 

100 ELEPHANT TUSK l— & 30 D 0 ID 20 400 

ANIMAL HIDE Confusion © 2 0 2 1 20 50 BAOBAB WOOD a 12 j 20 20 151 300 FOSSIL Pefrify a 45 0 0 20 20 1,500 

GATOR SKIN — e 15 D 15 B 15 400 DION WOOD '© 7 0 55 20 ~ 1,000 MENDS BRONZE — 15 IJ 0 0 15 50 

CENTAUR NIDE — a 25 D nr 10 15 700 MISTLETOE WOOD Sleep © rr o 7 25 7 1,500 FORSENAIRON — — Si 0 7 0 15 100 

PEGASUS HIDE Numb u 45 30 u 20 20 5,000 FOSSIL WOOD — 45 25 70 40 25 5,000 GRANZ STEEL 7 — 35 0 7 0 15 300 

FOSSIL Pejrify a 25 60 0 20 20 1,500 ELEPHANT TUSH — & 6 0 15 8 jsj 200 LORIMAR IRON j— — 45 0 0 a 20 600 

MENDS BRONZE — — 2 5 2 D 10 50 BLACK BONE Wimp m 2a 0 35 20 jH 700 AIIENA ALLOY — — 55 0 0 0 20 900 

FORSENA IRON — — 5 B 5 0 10 100 LORIMAR IRON fL — 25 0 40 0 7 600 MAIA LEAD — — 65 IJ 0 0 20 1,000 

LORIMAR IRON — — 20 25 20 0 10 600 ALTENA ALLOY — — 35 0 45 J it 900 MYTHRIL SILVER Silence AU 50 a 50 7 30 2,000 

ALTENA ALLOY 30 35 3-0 U 10 1,000 DRAGON SCALE FireMan & 55 0 55 35 20 5,000 QRICHALCUM QinmnlfLA — j]5 0 0 0 30 5,000 

MYTHRIL SILVER Silence ALL 25 25 25 25 20 2,000 ANKH AEROLITE Darkness 60 60 80 40 20 8,000 UZARO SCALE !“ 20 0 0 7 20 200 

QRICHALCUM Charm — 35 v70 35 D 20 5,000 MARBLE — ~ u 1 J ] 1 7 50 ' SNAKE SCALE Poison a 40 0 0 15 so 700 

VINEK AEROLITE Darkness 45 10 45 30 20 8,000 OBSIDIAN — a 18 0 25 IS 20 400 DRAGON SCALE FireMpn & 7 0 0 25 25 5,000 

MARBLE u 10 0 10 nr 15 200 PEDAN STONF — © 45 0 50 2D 7 2,000 JAKE AEROLITE Darkness © 95 95 95 40 20 6,000 

CRYSTAL - ALL 40 90 4B 35 30 10,000 CRYSTAL — ALL 55 55 90 45 30 10,000 CRYSTAL “ ALL 90 90 90 45 30 10,000 

771 



A Spirited Collection 
You can collect eight spirits of each of the eight varieties, making 64 spirits 

in all. New spirits add power to your spells. 

di vVisp 
O 

Shade 
1 

PLACE DAY TIME CONDITION PLACE DAY TIME CONDITION 

TOWN OF 
WENDEL ALL ALL 

The heroine begins her adventure with a Wisp under her control. 
The hero gets his first Wisp in his meeting with Cibba and Bogard in 
Wendel Cathedral, 

SEALED ISLE ALL ALL 
The Shade is the last variety Df spirit that you will collect. You'll 
receive a spirit during your visit to the Sealed Cave, 

ISHEINN m NIGHT 
Asaad, of the inn at (she, trades Dudbears' Gold for spirits. If you 
speak to her at night, during the Mana holiday, she'll offer to sell 
you a Wisp. 

ISHEINN m\ NIGHT 
On the night of the Mana holiday, speak to Asaad at Ishe Inn. If you , 
have three Dudbears' Gold she'll offer to trade the treasure for a r 
Shade spirit. 

LORiMAR 
CASTLE 

ALL ALL 
Light Geodes hold Wisp spirits. After the thaw of Lorimar Castle's 
citizens, speak to Kaz and have her break open a Light Geode to 
release a Wisp. 

LORIMAR 
CASTLE 

ALL ALL A Dark Geode will not you a Shadu spiri t. Find Kaz in Lorimar Castl e , £ 
and have her open the geode. 

TOPPLE 
OUTSKIRTS 

ALL 
MORNING 

NOON 
If you have three or mare Wisps, you'll earn another When you 
return to the Mana Statue of Topple Outskirts. 

ISHEINN ALL NIGHT With three Shades in your possession, go to the Mana Statue of 
[she Inn at night to collect another Shade. 

PATH TO 
TOPPLE m NOON 

With 10 Light Coins and four Wisps in your possession, venture to 
the Mans Statue in the Path to Topple at noon on the Mana holiday 
to earn another Wisp. 

WENDEL 
CATHEDRAL m NIGHT 

If you have 10 Dark Coins and four Shades, you'll get another Shade 
by entering Wendel Cathedral at night on the Mana holiday. j| 

KAHLA 
PEAKS 

ALL ALL 
Following your battle against Malyris, return to Kahla Peaks and 
speak to Florent, If you have three Wisps and 10 Light Coins, Florent 
will give you another Wisp. 

KAHLA 
PEAKS 

ALL ALL 
Florent will appear at Kahla Peaks after you defeat Malyris. Climb 
the peak with 10 Dark Coins and three Shades in ha nd. tou'll trade 
the coins for another Shade, 

VINQUETTE 
HALL 

ALL ALL 
Provided that you have defeated Malyhs and your Light magic is at 
Level 30 or higher, you'll get a message to fight for a spirit at 
Vinquette Hall when you visit the hot house. 

SEALED 
CAVE 

ALL ALL 
If U’l Cactus is caught up in journal entries and your Dark magic is at [ 
Level 30 or biglter, you'll get a message at the hothouse about a 
battle at Sealed Cave. Fight a Cudbear there far a Shade spirit. 

WENDEL 
CATHEDRAL m NIGHT Once you have seven Wisps, walk up to the Wendel Cathedral altar 

at night and press A to collect the last Wisp spirit. 
WENDEL 
CATHEDRAL m NIGHT When seven Shades are in your posses sion, press A a t the Wendel J 

Cathedral a 1 tar at night to collect the final Shade. 

■ 

@?| .UNA n Salamander ° 1 

PLACE DAY TIME CONDITION PLACE DAY TIME CONDITION 

TOWN OF 
JADD ALL ALL 

tour victory against the magical incarnation of Devius in the clock 
towor of Dovius Manor will earn a Luna spirit. Medusa's maiden will 
give it to you outside the manor. 

VINQUETTE 
HALL ALL NIGHT 

On your way to battle Count Lee in Vinquette Hall, you'll find your 
first Salamander spirit by breaking a Metaball in a fireplace. Use 
your bow and arrow to break the ball. 

ISHEINN m NIGHT Asaad trades spirits for three pieces of Cudbears' Gold each. Speak 
to her at night on Luna day to trade for a Luna spirit. 

ISHEINN NIGHT 
Take Asaad aside on the evening of Salamander day and give l>er 
three pieces of Dudbears' Gold for one Salamander spirit. 

LORIMAR 
CASTLE ALL ALL A Moor. Geode will net you a Luna spirit after you give the rock to 

Kaz in Lorimar Castle. 
LORIMAR 
CASTLE 

ALL ALL 
Bring a Fire Geode to Kaz in Lorimar Castle and have her crack it 
open to reveal a fire sp'it. 

PRICKLY 
DESERT 

ALL NIGHT 
Visit the Mana Statue at Prickly Desert in the evening once you 
Irave three Luna spirits to add another spirit to your roster. 

MUSHROOM 
FOREST 

ALL 
NOON 

EVENING 
With three Salamander spirits to your name, you can collect another 
one when you visit Mu sbboorn Fores t's Mama Statue la te in the day ■ 

: | 

WENDEL 
INN m ALD7-: 

Four Lunas and 10 Moon Coins will earn you another Luna when you 
return to Wendel Inn. 

VINQUETTE 
HALL & 

NIGHT On your way to Count Lee's chamber, you'll earn a Salamander spirit, fif 
provided that you have 10 Fire Coins and four Salamanders. 

KAHLA 
PEAKS ALL ALL 

You can trade 10 Moon Coins far a Luna spirit with Florent, provided 
that you have defeated Malyris and you already have throe Lunas. 

KAHLA 
PEAKS 

ALL ALL 
tou can trade 10 Fire Coins for a Salamander spirit wi th FI arent rf yon 1 flj 
have three Salamanders in your possession. 

DEVIUS 
MANOR 

ALL ALL 
Devins Manor will be the location for a fight for a spirit if several con¬ 
ditions are met, If you've defeated Malyhs and if your Moon magic is 
at Level 30, you'l l get a message about the fight at the hot house. 

SUBSEA 
VOLCANO 

ALL ALL 
If your Fire magic is at Level 30 or better, and you've defeated Malyris, Jul 
go to the hot house. When Li'! Cactus runs out of things to write, a ji 
message will point you to a bat t ie for a spirit in Subsea Volcano. 

WENDEL 
CATHEDRAL m NIGHT 

Seven Lunas will bring you an eighth after you press A in front of 
the Wbndel Cathedral altar at night. 

WENDEL 
CATHEDRAL & 

NIGHT 
The 1 ast Salamander spirit wilt be yours after you press A at the 
Wendel Cathedral attar with seven Salamanders in band. 

Skull Drake Magic Upgrade Trait Coins 

The Skull Drakes of the northern Glass 

Desert region stop and flash with electric-' 

ity. If you pound them up-close at that 

moment with Knuck-equipped magic, you 

can rack up the hits instantly and build up 

your magic power. 

Trait Coins have the 

traits of the spirits. 

Some monsters of the 

types shown to the 

right leave matching 

Trait Coins behind. 

m DfJCK Gl M WOLE 

m GREMLIN E 1ST KAISER MIMIC | 

LOOJD El m MIGHT SNIPER 

Wl CHERRY SLIM! a ML SKULL DRAKE Kvi 
_ 

t 

mW Jndine ^ Dryad j 
PLACE DAY TIME CONDITION PLACE DAY TIME CONDITION 

MARSH 
tAVE 

ALL ALL 
After you fell Hydra in Marsh cave, you'll collect an Undine spirit. By 
taking it to water, you'll heal the spirit and coax it to join you. 

CASCADE 
CAVE 

ALL ALL 
Af ter defeating the monster plants of Cascade Cave, you'll meet a 
Dryad spirit, Shortly after your meeting, the Dryad will join you in 
your journey. 

ISHE INN n NIGHT 
On the night af Undine day, speak to Asaad at Ishe Inn. She'll give 
you an Undine spirit for three pieces of Dudbears' Gold. 

ISHEINN m NIGHT 
Asaad deals in Dudbears' Gold and spirits. Speak to her in the evening 
of Dryad day to purchase a Dryad lor three piece of gold 

LORIMAR 
CASTLE 

ALL ALL 
Kaz cracks geodes. Speak to her after you defeat Malyris. If you 
have a Water Geode, she'll open it. to reveal an Undine spirit. 

LORIMAR 
CASTLE 

ALL ALL 
A Wood Geode will produc e a Dryad spirit i f you have Kaz crack the t 
rock at Lorimar Castle. ' 

MARSH 
CAVE 

ALL 
MORNING 

NOON 
With three Undines in hand, return to the Mana Statue in Marsh 
Cave to collect another water spirit. 

MT.ILLUSfA ALL NIGHT 
Three Dryads will give you another wood spirit during a nighttime 
visit to the Mana Statue of Mt. Ilkisia. 

SCALY LAIR m ALL 
If you have four Undines and IQ Water Cains, a trip to the Mana 
Statue of Scaly Lair will earn you another spirit. 

PATH TO 
AIRSHIP m ALL 

Return to the Path to Airship area once you have 10 Wood Coins and ^ 
four wood sprits, tou'll produce another spirit. 

KAHLA 
PEAKS 

ALL ALL 
tour victory over Malyris will thaw the people of Lorimar Castle 
and bring Florent au t of hiding. Bring 10 Water Coins and three 
Undines to Florent to earn another water spirit. 

KAHLA 
PEAKS ALL ALL 

Florent, of Kahla Peaks, will provide you with a Dryad spirit when 
you return to the area with 10 Wood Coins and wood spirits. 

SUBLAND 
RIVER 

ALL ALL 
Once Li'1 Cactus has covered the story thus far in the hot house diary 
you'll receive a message about a battle in Subland River, as long as 
you've defeated Malyris and your Water magic is at Level 30 or bet ter. 

CASCADE 
CAVE 

ALL ALL 
Cascade Cave will be the site of abattle after you receive a message 
in the hothouse, ton'll get the message if your Wood magic is at Level 
30, you've defeated! Malyris and Li'l Cactus has nothing to write. 

WENDEL 
CATHEDRAL m NIGHT 

Fleturn to the VWndel Cathedral at night once you have seven 
Undine spirits and press A to collect the last Undine. 

WENDEL 
CATHEDRAL m NIGHT 

With seven Dryads collected, you can get the eighth by pressing A 
at the Wendel Cathedral altar at night. 

mi INN &| jNOM E | 
PLACE DAY TIME CONDITION PLACE DAY TIME CONDITION ^ 

DUNE MAZE ALL ALL 
Jadd Desert's dune maze is full of surprises, including the appear¬ 
ance of a Jinn spirit, tou'll need the spirit's magic to break a stone 
seal immediately after you collect it. 

GAIA CAVE/ 
AIRSHIP 

ALL ALL 
If you're playing as the hero, you'll find a Gnome spirit in Gala Cave. If 
you're playing as the heroine, you'll catch up with the Gnome in 
Dark Lord's airs!lip. 

ISHE INN || NIGHT 
A conversation with Asaad on the night cl Jinn day will give you a Jinn 
spirit, provided that you give Asaad three pieces of Dudbears' Gold. 

ISHEINN a NIGHT 
On the night of Gnome day, Asaad will give you a Gnome spirit if you 
give her throe pieces of Dudbears' Gold, 

LORIMAR 
CASTLE 

ALL ALL 
A Wind Geode will produce a wind spirit after you give the rock to 
Kaz in Lorimar Castle. 

LORIMAR 
CASTLE 

ALL ALL 
An Earth Geode will produce a Gnome spirit if you giveittoKazat ^ 
Lorimar Castle. 

VINQUETTE 
VICINITY 

ALL 
MORNING 

NOON 
With three Jinns to your name, visit the Mana Statue of Vinquette 
Vicinity in the early part of the day to earn another wind spirit. 

' TOPPLE 
OUTSKIRTS 

ALL 
NOON 

EVENING 
Three Gnomes will produce another Earth spirit if you visit the 
Mana Statue at Topple Outskirts in midday, 

PATH TO 
TOPPLE $2 NOON 

If you have ID Wind Coins and four wind spirits, you'll earn another 
Jinn at the Mana Statue in the Path to Topple area. 

GAIA CAVE a ALL 
Ten Earth Coins arid four Earth spirits will give you another Gnome 
when you go to the Mana Sta tue in Gaia Cave, 

KAHLA 
PEAKS 

ALL ALL 
Trade 10 Wind Coins to Florent at Kahla Peaks for a Jinn spirit when 
you have at least three Jinns already, 

KAHLA 
PEAKS 

ALL ALL 
Trade 10 Earth Coins to Florent in Kahla Peaks for a Gnome spirit 
when you visi t the sage wi th three Gnomes in your pos session. ^ 

GRANZ 
CASTLE 

ALL ALL 
After your battle with Malyris, go to the hot house. If your Wind 
magic is at Level 30 or higher, and if Li'l Cactus doesn't have anything 
new to write, you'll get a message about a battle inGranzCastle. 

MT.ILLUSIA ALL ALL 
If you've defeated Malyris and your Earth magic is at Level 30 or higher, 
visit the hot house. Provided that Li' 1 Cactus doesn't have anything to ^ 
write as you feave, you'll get a message about a battle on Mt. Illusia. 

WENDEL 
CATHEDRAL u NIGHT 

The eighth, and final, Jinn will be yours after you press A while 
standing at the Wendel Cathedral altar with seven Jinns in your 
possession. 

WENDEL 
CATHEDRAL 

NIGHT 
Once you have seven Gnomes, return to the Wendel Cathedral altar ^ 
at night and press A to receive the last Gnome spirit. 
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Items i 
Granz Realm is | 

lasting. Collect ti 

O THE 1 
packed with items 

hem all for the ull 

—common and rare, expendable and ever- 

:imate adventure; 

Accessories 

NAME POW DEF INI WIND AGl BUY SELL ACQUISITION METHOD 

BANDIT EARRINGS . +10 250 125 Purchase the item from the general store in Menos cr Jadd. 

BB RING +5 - 100 50 Purchase ihe item from the qeneroi store in Topple or Wendel. 

BELLE BELL - 10,000 5,000 Purchase the item from Niccofo. \ 

BROWNIE RING +55 +55 +55 +55 +55 - 7,500 Find ihe item in ihe Sub land River. 

CARDINAL EYE +20 +20 4,000 2,000 Purchase ihe ilem from Niccola once he stalls selling rare items, 

CH1MPFISH IRIS . - 10,000 5,000 Purchase the item from Nkcolo. 

CICADA EARRINGS +5 100 50 Purchase the item from the qeneral slore in Topple or Wen del 

COBRA EARRINGS +5 _ - 100 50 Purchase ihe ilem from the general store in Topple or Wendel, 

CODE BEAD * +50 - 2,500 Reach Sage type Level 40. 

CRYSTAL RING +20 +20 +20 +20 +20 - 5,000 Reach Random type Level 40. 

D-FENCE RING +10 250 125 Purchase ihe ilem from the general store in Menas or Judd, 

DRAGON CHOKER +15 _ 400 200 Purchase the item From ihe general store in Lcmnior Castle or Ishe. 

DRAGON RING +50 , . • 2,500 Reach Warrior lype Level 40. 

draupnir +15 +15 +15 +15 +15 a,ooo 4,000 Purchase ihe ilem from Nitcolo once he starts selling rare Hems, 

FIEND FANG +10 - 250 125 Purchase the item from ihe general stare in Menas or Jodd. 

' FIAMEFLICKER +20 +20 4,000 2,000 Purchase the item from Niccofo once he starts selling rare items. 

GEM RING +5 100 50 Purchase ihe ilem from the qenerel store in Topple or Wendel, 

GENERAL CREST +50 , - 2,500 Reach Monk type Level 40. 

GJALLAR HORN +15 400 200 Purchase the item from ihe qeneral slore in Lorimar Castle or Ishe. 

KNIGHT CREST +15 _ * 400 200 Purchase ihe ilem from the general store in Lorimar Ensile or Ishe. 

MIST PENDANT 
_ +15 400 200 Purchase the item from lire general stare in Lorimar Castle or Ishe. 

quartz RING +5 100 50 Purchase the item from the qeneral slore in Topple or Wen del. 

RED MOON HORN * +10 250 125 Purchase ihe ilem from the general store in Menas or Jadd. 

RUNE EARRINGS +50 * - - 2,500 Reach Magician type Level 40. 

' SAGE STONE 
* +15 400 200 Par chase the item from ihe general slore in Lorimnr Castle or Ishe. 

WISHBONE . +50 2,500 Reach Thief type Level 40, 

WHITELIGHT RING j ~r~ +10 250 125 Purchase the ilem from ihe general stare in Menas or Jadd. 

rm Recovery Items 

name BUY SELL EFFECT ACQUISITION METHOD 

ANGEL GRAIL 50 25 Brings allies back to life. Purchase the item from any qenera! slare. --~J 

CH0C0LUMP 40 20 Recovers HP by 80 Purchase the item from qeneral stores in Wend el, Menas, Jndd or Ishe. 

GUMDRQP 10 5 Recovers HP by 30. Purchase ihe ilem from any general store. 

GUMMIERQG 20 Maxes out ihe Dealhblow gauge. Find the item by opening treasure chests. 

HONEY ELIXIR 250 Recovers all HP,  Brinq Honey Onions and Dice Berries la Clive in Topple, Jadd or lorimar. 

MAGIC WALNUT 45 22 Recovers M.P by BO. Pu rchase ihe ilem from qeneral stores in Wen del, Menas, Jadd a r Ishe. 

PRESTOVEGGIE 15 7 Cures ability effects and poison. Purchase the item from any genera! slore. 

STARDUST HERB 20 ID Cures physical effects. 1 Purchase the item from any general store. 

& U'lcL& 
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Mystery Items 

^nirrtAi 

1 

NAME SELL EFFECT ACQUISITION METHOD 
AMIGO WHISTLE Calls an Amigo for a quick attack. Acquire the whistle oiler you connect with your first Amigo. 

BLINK WEED 10 Draws foes that rely an sight. Find the item by cutling grass or opening Ireasure chests. 

POTENT POSY 10 Draws foes that rely an smell. Find the item by cutting grass or opening Ireasure chests. 

TINY TAPPER Makes you small. Complete a quesl in Wend el. 

TONE STONE 10 Draws foes that rely an hearing. Find the item by cutling grass or opening Ireasure chests. 

Trait Coins 

NAME SELL EFFECT ACQUISITION METHOD 
DARK COIN 15 Summons a Silhouetle effect. Find the item hy opening treasure chests. 

EARTH COIN 15 Summons a D-Fence effect. Find the ilem hy opening treasure chests. 

FIRE COIH 15 Summons a PcwerUp effect. Find the item hy opening treasure chests. 

LIGHT COIN 15 Summons a HenlingLight Effect, Find the ilem hy opening treasure chests. 

MOON COIN 15 Summons a Mooglemorphosis effect. Find the item by opening treasure chests. 

WATER COIN 15 Summons a Bubble Boat effecl. Find ihe ilem hy opening treasure diesis. 

WIND COIN 15 Summons a Speedup effect. Find the ilem by opening treasure diesis. 

WOOD COIN 15 Summons a PsychkShield effect. Find the ilem hy opening treasure thesis. 

Spirit Icons 

NAME SELL EFFECT ACQUISITION METHOD 
DRYAD ICON 20 inflicts a foe with Sleep status. Find the item by opening Ireasure chests. 

GNOME ICON 20 Inflicts a foe with Petrify status. Find the ilem hy opening Ireasure chests. 

JINN ICON 20 Inflicts a foe with Numb status. Find the ilem by opening Ireasure chests. 

LUNA ICON 20 Inflicts a foe with Wimp stntus. Find the item by opening Ireasure chests. 

SALAMANDER ICON 20 inflicts a foe with FueMon status. Find the item by opening Ireasure chests. 

SHADE ICON 20 Inflicts a foe with Darkness status. Find the item by opening Ireasure chests. 

UNDINE ICON 20 inflicts a foe with SnowMnn status. Find the item by opening Ireasure chests. 

WISP ICON 20 Inflicts a foe with Charm status. Find the item by opening ireasure chests. 

J 

Meat Items 

NAME SELL EFFECT ACQUISITION METHOD 
ANIMAL MEAT 12 Power againsl Fauna foes. Defeat monsters. 

BIRD MEAT 12 Power against foes. Defeat monsters. 

DEMON MEAT 12 Power against Demon fues. Defeat monsters. 

DRAGON MEAT 12 Power against Dragon foes. Defeat monsters, 

FISH MEAT 12 Power against Aquan foes. Defeat monsters. 

INSECT MEAT 12 Power against Insect foes. Defeat monsters. 

LIZARD MEAT 1! Power against Reptile foes. Defeat monsters. 

MAGICAL MEAT 12 Power against Magrcofi foes. Defeat monsters, 

MIXED MEAT 50 Power against Fauna, Flora, Insect & Reptile foes. Defeat monsters. 

MORPH MEAT 12 Power against Amorph foes. Defeat monsters. 

ODD MEAT 12 Power against Oddball foes. Defeat monsters. 

PHANTOM MEAT 50 Power against Magical i, Demihuman & Undead foes. Defeat monsters. 

ROTTEN MEAT 12 Power against Undead foes. Defeat monsters. 

SPICY MEAT 50 Power against Fowl, Amorpb & Aguan foes. Defeat monsters. 

THIN MEAT 12 Power against Flora foes. Defeat monsters. 

TOUGH MEAT 12 Power against Demihuman foes. Defeat monsters. 



Monsters of Mana 
Popoi’s Notebook keeps stats on 119 types of monsters that populate 

Sword of Manas fields and dungeons* Defeat cm all! 

II TYPE PRIME SUB 

11Fauna Smell Mono 

HP POW DEf AGI INT MND EXP 

20 5 2 I 2 1 ' l 

520 105 102 101 102 101 101 

No. 006 TYPE PRIME 1 SUB HP POW DEF AGI INT MND EXP 

Ffora Healing \ Non# 45 IB 13 15 19 12 5 1 

HjQI^ 545 lie 113 115 119 112 105 

HP POW DEF AGI INT MND EXP 

427 94 67 64 35 68 1 158 
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HP 
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TYPE 

Insert 
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Smell Hearing 

HP 
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POW 
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EXP 
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No. 017 TYPE 
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PRIME SUB 

Hearing DayViz 

HP 
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POW 
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DEF 
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EXP 

122 

Basilisk 
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TYPE PRIME SUB HP POW DEF AGI INT MND IHF 

Reptile Heairng DayViz 62 22 14 16 20 10 4 

562 122 | 114 116 120 no 104 
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TYPE PRIME SUB HP POW DEF AGI INT MND EXP 
■ r 

Insert Smell [Hearing 17 8 4 5 ” 3 2 
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TYPE PRIME sue HP , POW DEf AGI INT MND EXP 

Reptile Hearing DayViz 71 36 17 36 33 16 10 
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TYPE PRIME SUB HP POW DEF AGI INT MND EXP 

Reptile Hearing DayViz 260 86 55 43 32 30 43 

■jTjTnrjB^^- 760 186 155 143 132 30 143 
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TYPE PRIME SUB HP POW OEF AGI INT MND EXP 

Fowl DayViz Hone 45 18 8 16 15 8 3 

■ A ■ 545 118 108 116 ( 115 ioe 103 
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TYPE PRIME SUB HP POW DEF AGI ' INT MND EXP 

Fowl DarkViz Harm 23 8 2 14 6 2 2 

523 106 102 114 106 102 102 
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Cockatrice 
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Blood Owl 

TYPE PRIME SUB HP POW DEF AG l INT MND EXP 

Fowl DarkViz None 46 21 16 19 24 20 6 

548 121 116 119 124 120 106 
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TYPE PRIME SUB HP POW DEF AGI InT MND EXP 

Fowl DayViz Rene 274 es 50 83 ”iii 49 90 

774 ' 185 ISO 103 181 149 199 
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No. 026 TYPE PRIME SUB HP POW DEF AGI INT MND EXP 1 

Magical! Magic DarkViz 273 90 31 04 47 42 48 

773 190 131 184 M7 142 148' 
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Shadow Zero 
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TYPE PRIME SUB HP POW DEF AGI INT MND EXP 

Aquan Hearing Nane 230 66 42 48 60 44 33 

730 166 142 148 160 144 133 
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TYPE PRIME |SUB HP POW DEF AGI INT WIND EXP 

Magirali Magic | OoyViz 52 22 14 16 20 12 8 

552 122 114 116 120 112 108 
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No. 034 TYPE PRIME SUB ! HP POW DEF AGI INT MND EXP 
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Cursed Doll 
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TYPE PRIME SUB HP POW DEF AGI INT MND EXP 

Magicali Magic DackVi: 64 67 8 50 10 6 2? 

■ 564 167 LOB 150 110 106 
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MagicaU Magic DayViz 
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Tomato Man 

TYPE PRIME SUB HP PDW DEF AGE INT MND EXP 

Demihuman Magic DayViz 210 60 27 51 61 72 36 

710 163 127 151 161 172 136 
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TYPE PRIME SUB HP POW DEF AGI INT MND EXP 

Demihuinsn Smell DarkVlz 102 45 ' 21 48 43 2? 14 
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Demitiumair DayViz None 66 23 13 13 n 10 4 
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hpi PRIME SUB HP POW DEF AGI INT MND EXP 

Demi hu men Smell DayViz 02 30 20 26 28 12 7 

582 130 120 126 128 112 107 
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Demibman Smell DayViz 40 13 8 8 9 0 3 

540 113 108 108 109 108 103 
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TYPE PRIME SUB HP POW DEF AGI INT MND EXP 

Dermliunian Small DayViz IDO 41 21 28 30 18 11 

600 ' 141 121 128 108 118 111 
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TYPE PRIME SUB HP I POW DEF AGI INI MND EXP 

Undead Life Nearing 34 19 10 7 n 3 4 

534 1 119 no 107 111 103 104 
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Skeleton 
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TYPE PRIME SUB HP POW DEF AGI INT MND EXP 

Undead Life Nearing 72 3B 14 30 19 12 10 

572 108 114 130 119 112 no 
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TYPE PRIME SUB HP POW DfF AGI ! INT MND EXP 

Jndeed Life Hearing 364 92 51 56 44 55 119 
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Demon DmkViz Smell 45 20 20 22 28 26 8 
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Demibuama DayVii | Rome 155 53 34 41 43 24 20 
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% Demi lien1 nn Magic DnyVii 317 “ 40 57 79 80 ~51 

W: 817 17B 140 157 179 130 151 

Shamanion ooooooooo AAAAOOX 

TYPE PRIME SUB HP row DEF AGI INI 1 mnd| EXP 

Agutin Heaiirtg; None 188 61 32 56 49 30 31 

608 161 132 156 149 130 131 

mhhmbbn 
1A1A1A10IAIQI0IAIAI 

EHHEE p ■ 
© m SSk m m a 
A A A tv X o| 0 A 

tr-f *yy\ 



TYPE 
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PRIME [SUB HP POW DEf AGI INT MND EXP 1 

MB 56 27 m 23 16 22 

643 156 127 MB 123 116 122 

IWBMiilPWW 

m 
AlOlAlOl AlOl©iXl 

TYPE PRIME SUB HP POW DEF AGI INT MND EXP 
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TYPE PRIME (SUB HP POW DEf AGI LNT MND EXP 

Mogiudi Megi[ I DayVii 235 70 50 43 72 43 30 

735 17Q 150 143 172 148 138 
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TYPE PRIME SUB HP POW DEF AGI INT MND EXP 1 

Aqunn Hearing | Hone 190 68 41 52 52 28 31 
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TYPE PRIME | |SUB HP POW DEF AGI INT MND EXP 
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TYPE PRIME SUB HP POW DEF AGI INT MND EXP 

Fauna Smell BnyVii 227 67 39 71 55 26 34 I 
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Fkrc Hearing | HoiW 250 65 32 62 72 r¥ 34 
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TYPE PRIME |SUB HP POW DEF AGI INT MND EXP 
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TYPE PRIME [sub HP POW DEF AGI INT MND EXP 
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TYPE PRIME ] | SUB HP POW DEF AGI INT MND EXP 

Unrfearf life | Hearing 216 73 i 20 72 45 38 37 

716 173 128 172 145 138 137 
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No. ITS TYPE PRIME | SUB □ HP POW AGI i INT MND EXP 

Insect Smell | Hearing □ ! 235 70 27 81 [62 43 39 

■ 735 170 127 191 162 143 139 
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TYPE PRIME |SUB HP POW DEf AGI INT MND EXP 

Demihimnan Small | OarhViT 275 90 35 68 69 36 45 
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TYPE PRIM! SUB HP POW DEF AGI INT MND EXP 
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Sword Secrets 
Sword of Manas RPG elements shine through in its secrets and statistics. 

With persistence, you can uncover Manas hidden features. r 

Dark Monsters 
The Monster Album in Popoi's Notebook keeps track of the number 

of monsters of a particular type that you have defeated. After you 

defeat 999 specimens of a given variety, the number will roll back to 

zero and tbe monsters of that type will turn into much stronger, 

much more vicious version of themselves. Their appearances will 

change also—from bright, colorful creatures to charcoal gray men¬ 

aces that will give your characters a run for their money. 

Niccolo's Bargains 
If you make 250 separate purchases from Niccolo, he'll offer a new 

line of items for sale under the Special entry in his ring menu. The 

bargains include raw materials and rare accessories, such as the Car¬ 

dinal Eye, the Draupnir and the Flameflicker. If you want to increase 

your transactions with Niccolo, purchase a Gumdrop from him, press 

B repeatedly to back out of the transaction, then purchase another 

Gumdrop, repeating the process until you run out of cash. 
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Hunt for bargains. 

Buy someth tng already ! 
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Before you embark on your next Game Boy® Advance or Nintendo GameCube’" adventure, 

be sure to subscribe to Nintendo Power—the official source for game 

NEWS AND STRATEGIES, EVERY ISSUE DELIVERS THE GOODS ON 

ALL OF THE LATEST RELEASES. You'll GET SECRET- 

DIVULGING REVIEWS AND FEATURE- 

REVEALING previews, plus Epic 

Center, a section dedicated 

TO ADVANCED INFO ON RPCiS AND 

STRATEGY GAMES! 
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Magic Class Enhancements 
The class changes that branch off from Magician- and Sage-type 

development add to the strength of your magic spells. If you build 

your character according to the charts on pages 20 and 21, you can 

reach classes, such as Arch Mage and Rune Seer, that multiply the 

attack power of one of your spirits by a factor of eight. It s not quite 

the same as having eight spirits of one type, but it s close. 
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Rare Monsters 
The rarest of all monsters are the 

cyclops creatures. Each variety of 

cyclops appears at only one time 

of the day, one day a week, in par¬ 

ticular places—as seen in the fol¬ 

lowing table. The one-eyed 

beasts have identical stats and 

weapon vulnerabilities, though 

their magic vulnerabilities vary 

from one type to the next. They 

leave rare items behind. 

NAME DAY TIME AREA 

LIGHT CYCLOPS 9 NOON PATH TO GAIA 

NAME DAY TIME AREA 

DARK CYCLOPS m NIGHT GLASS DESERT 

NAME DAY TIME AREA 

MOON CYCLOPS m MIGHT JADD DESERT 

NAME DAY TIME AREA 

FIRE CYCLOPS & NOON SUBSEA VOLCANO 

NAME DAY TIME AREA 

WATER CYCLOPS e NOON SNOWflELD 

NAME DAY TIME AREA 

WOOD CYCLOPS m NOON MIASMA GLEN 

NAME DAY TIME AREA 

WIND CYCLOPS U NOON ROCKY WILDS 

NAME DAY TIME AREA 

EARTH CYCLOPS MOON GAIA CAVE 

Ill ■■ SWORD DF Inlli 
visit 

nintendopower.com/subscribe 
or call 1-800-255-3700 
Tree with paid subscription 

Ptease allow 4-6 weeks far delivery of the magazina. Qnline ordering not available in Canada, Offer good while supplies last. 
Prices subject to Change without notice. Only Visa or MasterCard accepted with phone arid online orders. 



Get the Adventuring 
Defeating Dark Lord and his crafty compadres locations, weapon-developing tips, enemy profiles 

REQUIRES SHARP WITS AND SHARPER WEAPONS. NINTENDO AND A COMPLETE RUNDOWN OF THE ADVENTURE FOR BOTH 

Power's Official SwpRD of Mana Player's Guide the hero and the heroine. Don't spend your time 

WILL GIVE YOU THE EDGE AGAINST GRANZ REALM'S STABBING IN THE DARK—LET THE OFFICIAL PLAYER'S 

POWER-HUNGRY FlpOLlCANS BY ARMING YOU WITH ITEM GUIDE POINT YOU IN THE WINNING DIRECTION; 

Cl 

-VS 

. Viorl^! ©• 

Oc duU&Q&/[\ 0^ ^IrAacej 

COMPLETE MAPS OF EVERY TOWN AND BATTLEFIELD, INCLUDING 
CALLOUTS THAT REVEAL HIDDEN ITEMS 

STRATEGIES FOR DEFEATING ALL BATTLEFIELD MONSTERS AND BOSSES 

DETAILS ON LEVELING UP YOUR ADVENTURER FOR ATTRIBUTE-ENHANCING 
CLASS CHANGES 

COMPREHENSIVE INFORMATION ON CULTIVATING WEAPON-TEMPERING PLANTS AND 
UNCOVERING WEAPON-FORGING RAW MATERIALS 

THE LOWDOWN ON FINDING ALL 64 MAGIC SPIRITS 

$14.99 U.S./S17.99 Canada ISBN 1-^3020^-45-3 
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